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The future of electronic entertainment 


| ow often have you played a game and wondered. 
what if? What if that collection of buildings lining the 

road in your driving game was not mere scenery, but in fact 

an element of fundamental consequence to the gaming 

experience? What if you could actually stop your car, jump 

out of it and enter a shop? The team putting together 

The Getaway clearly has pondered all of this, but, rather 

than allowing such pipedreams to float off into the ether, 

it is attempting to build them on PlayStation2. The result, 

showcased this month on p52, is the most stupidly 

ambitious videogame Edge has ever witnessed, and if 

the finished article comes even near to realising such 

grandiose plans it will stand tall as a new paradigm. 

Yes, developers are finally beginning to foster fertile 
relationships with their PS2 dev kits, and software of 
The Getaway's stature seems certain to cement the console 
as an essential piece of furniture for the home - despite 
Fiset Street's sensationalist hacks doing their worst to 
throw a particularly ugly-looking spanner into the works. 

While Sony factories continued to churn out millions 
more of the company's new lifestyle choice in the form 
of PS2, this month Nintendo chose to present its new toy, 
GameCube. At Spaceworld 2000 the company gleefully 
unwrapped the box in front of hundreds of industry execs 
holding their chins in their hands, wondering what plans 
the sleeping giant from Kyoto had been hatching since an 
aquatic mammal had first been showcased in emblematic 
fashion in 1999. DVD movie playback, now recognised 
as one the smartest items on the PlayStation2 agenda, 
was notable by its absence. In place of such a masses- 
appeasing element was a giant video wall primed to 
deliver footage of a new form of entertainment. As 128bit 
renditions of Zelda, Metroid and Mario danced in front of 
expectant onlookers’ eyes, Nintendo reminded the world 
that it was ready to come out to play again, and that it 
was bringing some old, much-loved friends. 

And, faced with a barrage of such bewilderingly stellar 
slices of IP, for an all-too-brief instant, considerations such 
as being able to use your videogame console to watch 
'Blade Runner' paled into insignificance 
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090 F355 Challenge (DC) 
092 Spawn (DC) 
094 Alien Resurrection (PS) 
096 | Mario Tennis (N64) 
098 Sydney 2000 (DC/PC) 
099 Virtua Athlete 2K (DC) 
100 Star Trek: Invasion! (PS) 
101 Koudelka (PS) 
102 Parasite Eve Il (PS) 
103 Seaman (DC) 
103 Heavy Metal: FAKK2 (PC) 
104 . Terracon (PS) 
104 Tenchu 2: Birth Of 

The Assassins (PS) 








032 Dreamland Chronicles: 
Freedom Ridge (PC) 

034 Smuggler’s Run (PS2) 

035 Insane (PC) 

036 Baldur's Gate 2: 
Shadows Of Amn (PC) 

038 Star Trek: Voyager - 
Elite Force (PC) 

040 Ready 2 Rumble 2 (DC) 

041 Medal Of Honor 
Underground (PS) 

042 Aquaqua (PS2) 

042 Driver 2 (PS2) 

043 . Gunlok (PC) 

044 Midnight Club (PS2) 

045 MotoGP (PS2) 


Cover filth coulour; Pantone) cover 8160 section BGO 


Edge cri all copynighis in this mae. Wher 
possible, we hae ackmowlaciged the coprighd hoia 
Contaci us if we hawa Kalle bo cesi your copyright 
and we will be happy to correct any ovormhit 

Edge is tho rogetored Wade mark of EDGE 
interactive Maca Inc. Lead ضف( من‎ icone, 


Thanks to the Telegraph Colour Library 


ES NE Nonio BL E what 





ironteno 


News and views from e-entertainment's cutting edge 





| 


anm 1 


006 | b 








GameCube specs 


Nintendo used Spaceworld to 
reveal finer GameCube details 


MPU: IBM PowerPC (‘Gekko’) 

Clock frequency: 405MHz 

CPU capacity: 8325Dmips (Dhrystone 2.1) 
Internal data precision: 32bit integer and 
&4hit floating-point 

External bus bandwidth: 1.6Gb/second 
(peak) 

External bus bandwidth: 1.6Gb/second 
(peak) (32bit address, 64bit data hus 
202.5MHz) 

Internal cache: L1: Instruction 32Kb, data 
32Kb (eight-way); L2: 256Kb (two-way) 


System LSE ‘Flipper’ 

Clock frequency: 202.5MHz 

Embedded frame buffer: Approx. 2Mb 
Sustainable latency : 5ns (1T-SRAM) 
Embedded texture cache: Approx. 1MB 
Sustainable latency : 5ns (1T-SRAM) 
Texture read bandwidth: 12.8Gb/sec (peak) 
Main memory bandwidth: 3.2Gb/sec (peak) 
System floating-point arithmetic capability: 
13.0GFLOPS (peak) (MPU, geometry engine, 
HW lighting total) 

Actual display capability: 6 million to 12 
million polygons/second (display capability 
assuming actual game with complexity 
model, texture, etc) 

System main memory: 24Mb sustainable 
Latency: 10ns or lower (1T-SRAM) 
A-memory: 16Mb (100MHz DRAM) 
Image-processing functions: fog, subpixel 
anti-aliasing, HW light xB, alpha blending, 
virtual texture design, multi-texture 
mapping/bump/environment mapping, 
MIPMAP, bilinear filtering, realtime texture 
decompression (S3TC), 24bit colour, etc 
Other: Realtime decompression of display 
list, HW motion compensation capability 


Sound processor: custom 16bit DSP 
Instruction memory: BKb RAM + BKb ROM 
Instruction memory: 8Kb RAM + BKb ROM 
Data memory: BKb RAM + 4Kb ROM 
Clock frequency: 101.25 MHz 

Maximum number of simultaneously 
produced sounds ADPCM: 64ch 

Sampling frequency: 48KHz 


Disc drive: CAV (Constant Angular Velocity) 
System average access time data transfer 
speed: 16Mbps to 25Mbps 128ms 

Media: fem Nintendo GameCube disc, 
based on Matsushita's optical disc 
technology media, approx. 1.5Gb capacity 


Input/output: 

Controller port x4 

Digicard slot x2 

Analog AV output x1 
Digital AV output x1 
High-speed parallel port x1 


Main unit dimensions: 
150mm(W)x110mm(H)x161mmq(D) 
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Nintendo shows its hand 


Game Boy Advance and GameCube unveiled at Spaceworld 2000; 
Miyamoto stresses discernible performance over specifications 


GBC model, presently being produced at a 
monthly rate of 1.5 million units. In order 

to satisfy customers, production will increase 
to 2.5 million per month before Christmas, 
after which GBA manufacturing takes over 
to ensure a successful launch. Nintendo 
expects to achieve sales of one millon 

units by the end of the launch month. 


GameCube out of the box 
afternoon's other announcement. A sx-foot- 
high contaner was wheeled on to the stage 
and, accompanied by billows of dry ice, five 
Nintendo GameCubes carried by a quintet 
ot helpful Nintendo girls emerged from the 
previously empty box to rapturous applause. 
Painted in five different colours, and 
measuring just 150mm x 110mm x 161mm, 
the 405MHz near-cubic unit resembles the 
top half of a micro hi-fi system, and despite 
its angular appearance, in the flesh comes 
across as instantly desirable hardware. Four 
joypad ports line up above two Digicard slots 
(used for either 4Mb Digicard flash memory 
cards or a stamp-sized 64Mb SD-Digicard 
adaptor for connecting a variety of digital 
devices such as cameras and mobile 
phones). Ta the rear of the unit, digital 

and analogue AV outputs join the 12V 
power socket, and a handle assists 
portability. Storage media comes in the form 
ot an Sem, 1.5Gb proprietary optical disk 
from Matsushita, with an anti-piracy system 
developed by the same company. (Nintendo 
believes this 8mm disc to be the format of 
the future and Matsushita should have 
released DVD-RAM video recorders based 
on the 8mm disc storage system in Japan 
by the time you read this.) Accessories 
include a 56K modem with a broadband 
unit to follow - either slots neatly into an 
allocated space underneath the machine. 


Launch titles and demos 
GameCube launches with five titles in 
Japan in July 2001, with the US rollout 
following in October. No details regarding 
price were unveiled and, typically, Europe 
will have to wait until early next year for 
details regarding the PAL launch. 

Once the applause died down, Nintendo 
kicked off the GameCube demos. A glimpse 
at a sequence showing a roomful of gloriously 
rendered, partying Pokemon got the ball 
rolling before WaveRace stepped in. 
Featunng some excellently modelled jetskis 
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intendo unveiled its two new hardware 

units - Game Boy Advance and 
GameCube - at Spaceworld 2000 on 
Thursday August 24, 2000, at Tokyo's 
Makuhari Messe Convention centre. 

After a nrief delay, executive vice 
president Atsushi Asura opened the 
proceedings with an introductory speech 
focusing on Nintendo's past achievements. 
Within five minutes, his hand reached into 
his jacket pocket to reveal the Game Boy 
Advance unit. Essentially a sleekly designed 
joypad powered by two AA batteries with a 
centrally mounted 2.9-inch screen (1.5 times 
the sre of GBC 53), the S2bit unit boasts two 
shoulder buttons (which feel disappointingly 
short on travel), negating concerns over the 
button limitation of previous Game Boys. The 
screen is a reflective TFT colour LCD which 
utilises a newly developed high-contrast white 
panel - in practice, the image is more visible 
than its GBC cousin. A PCM stereo sound 
generator is being used, enabling multiple 
track simultaneous playback. As expected, 
GBA is compatible with the current range 
of GB and GBC games (which currently 
number some 1,000 tities in Japan). As 
with the current GBC, different coloured 
units are available, including the now- 
obligatory translucent models. 

Game Boy Advance will launch in Japan 
on March 21, 2001 at a ¥9,800 (£60) price 
point with ten titles. In Europe and the US, a 
July 2001 release is currently planned, though 
no details of price were given. Asura-san 
explained the delayed Japanese release is 
a result of increased demand for the current 





GameCube controllers will arrive in the 
now-familiar rainbow of Nintendo colours 









Each demo brought a different type 

of emotion from the attendees of the 
pre-Spaceworld event. Miyamoto-san's 
Mario demo (each of the 128 character 
models was made up of around 700 
polys) had some in stitches, while the 
Zelda section drew gasps because of its 
insane level of detail. However, the most 
vocal response greeted the appearance 
of Samus Aran in a sequence that could 
become part of a StarCube Metroid 


sequence. (After the show, a sequence 
detailing a 128bit version of Banjo-Kazoore 
with the eponymous duo running away frorr 
a posse of pursuing high-poly characters 
shown on a looping demo would go a little 
way to restore the developer's reputation - 
dust effects, texture quality and facial 
expressions were most notable.) 

Nintendo regained audience interest 
with a sequence showcasing Luigi's antics 
(sliding down the banister, screaming like 
a air) from Super Mano 128 in a superbly 
detailed and masterfully lit haunted 821| 
boasting a stupetyingly polygon count. 
crashing chandelier demonstrated 
realistic physics modelling, while the semi- 
translucent Boos terrorising Luigi were 
beautifully and intricately detailed, with 
some superlative facial expressions 一 in 
many ways they're reminiscent of the slimer 
ghosts from the ‘Ghostbusters’ films — only 
better animated. Everything ran at 6005 





spaceship comdor (followed by hundreds 


of beautifully animated space rats) kicked 

pif. The level of detail in Samu's suit is 

awe-inspiring, and while the aesthetic of a 

128bit update ve one of Nintendo's finest 

creations has long been a moot point, the 
suiting images astound, 


Thirdparty offerings 

LucasArts followed with a sequence 
snowing a squadron of X-Winas and their 
subsequent attack on a Death Star-type 
structure. Marginally less impressive than 
Nintendo's own material, the sequence was 
solid and a strong indication of a visually nch 
‘Siar Wars’ title on its way for Nintendo's 
forthcoming machine (much in the same 
way as the early demos of Shadows Of 
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rhe Empire for the N64). Rare's offering‏ 
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was enougn to demonstrate some sin Rg 


lighting, enhancing the remarkable texture 
quality, F you remember the originals impact 
on the videogaming world, you won't 
underestimate the noise this will make. 
Zelda was possibly the most visually 
impressive title, with a sequence showing 
a grown-up Link fighting Ganondort in 
an atmospheric castle room Iit by the 
numerous sword/axe strikes. The detal 
of the characters 5ا‎ unprecedented in 
a Nintendo game, and the seemingly 
advanced state of the title surprised 
many who thought it still very much 
stuck in development infancy 
But if the crowd reacted emphatically 
to both WaveRace and Zelda, it positively 
erupted as à وھد‎ showing a gloriously 
textured Samus from Si Meere Metroid running 
towards the camera along a gloomy 





Shigeru Miyamoto's presentation (left) was naturally a highlight, containing carefully considered language, Nintendo hopes that the 8cm 
disks (centre) will become a kind of industry standard in years to come. GameCube in all its naked, part-IBM-engineered glory (right) 


GameCube's expansion port 
accepts either a Nintendo 56K 
modem or a broadband unit 





The SD-Digicard adaptor will 
allow GameCube to be linked 
up to devices such as digital 
cameras and mobile phones 





Mintendo proudly demonstrated 
its new controller, which can be 
used with an optional wireless 
adaptor from up to ten metres 
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Nintendo's big brands were pushed to 
the fore, with Luigi negotiating a haunted 
castie (far left), plus Pokémon aplenty 


a technical demo of the machine's potential 
eaturing Mario on a circular Monopoly-style 
board was soon on the stage's three 
screens. Within seconds, 128 hi-res Marios 
made up of 700 polygons each (along with 
the 128 polygonal boxes they were hiding 
under) were running around, rolling each 
other off the edge of the board and 
generally behaving independently from 
each other, while displaying correct physical 
modelling. Unsatisfied with the number of 
moving objects, Miyamoto-san added 
more boxes, radically changed the terrain 
topography (only the stronger Marios 
resisted falling into the resulting troughs) 
altered the lighting, wobbled the board 

with hilarious effect as most of the Marios 
bounced their way into oblivion, gave them 
all toon shading, turned them transparent, 
added motion blur, and then turned the 
whole thing into a pizza. It was an 
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Nintendo terms these tones magenta, 
purple, black, champagne and steel. 
How much it expects the carrying 
handles to be used is unknown 


potential, though Miyamoto-san made 





a point of not talkin & gures, 
"in my expenence, there have often 
been theoretical claims of high performance oc — 


Game Boy Color was the last item 
on the handheld agenda at the 
event: its Mobile Adapter GB was 
shown for the first time in Japan 


for game hardware, and although people 
were very impressed by the figures, the 
actual products haven t even delivered one 
tenth of the claims, 
that the Nintendo GameCube will offer 
better graphics and higher quality sound, 
but more Importantly it will allow developers 
the freedom to concentrate on creativity 
without worrying about technica 
limitations.” A preliminary strike against 
Microsoft's more powertul hardware 
undoubtedly, but until X-Box boasts a 
line-up as Convincing as GameCube, 
Edge's money is unquestionably on 
Nintendo's machine. Expect no more 


` he stated. "It is a given 


details on GameCube until E3 next May, 
where Nintendo has announced It wil 
reveal its ine-up in preparation for the 
Japanese July launch. Edge will carry 
a ful report ات‎ of Spaceword 2000 | In a novel twist, GBAs can be linked 
in next month's iSSue to GameCube to act as luxury VMUs 
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was difficult to develop for as a valuable 
son, and went on to list the features 
introduced in order to make its 1288 
cessor a far more straightforward 
ES position. He highlighted the introduction 
1T-RAM technology, which has a 
minimum of delays, into the main memory, 
and the graphics LS! mixed memory 
Secondary cache memory with a large 
capacity is implemented in the MPU, 
resulting in alleged functionality that can be 
used with games with consistent reliability. 


The Wavebird controller 

Shigeru Miyamoto then stepped up to talk 
through the joypad. If GameCube isn't 
necessarily a shape you would normally 
associate with Nintendo, the controller 
certainly is. With the aid of an onscreen 
Boo which burped out function letters and 
altered its shape on command, Miyamoto- 
san cycled through the ergonomic unit's 
eight buttons, two analogue sticks and 

pad. The L/R buttons are now a 
and two trigger buttons have squeezed in 
above them. The C buttons, while stil 
perceived as camera operators, have been 
replaced Dy an analogue stick. Named the 
Wavebird, the joypad unit is also available in 
wireless form and will operate up to a 


was that a Game | Boy seine: can be 
plugged into the GameCube, and games 
can be played using the GBA controls with 
its Screen acting as a nigh-spec VMU. 
Explaining that following the way 
competitors aped ideas first seen in the 
titles shown for the N64 after the machine's 
e, Mn ۷ armioto-san 
said he had to restrict the amount of game 
footage Nintendo was willing to show. Still, 


initial public appearanc 
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Detailing genuine applications 
Focusing on games 

45 tne attendees recovered and me US 
journos ceased their hollering Nintencic 
director Genyo Takecdo took to the stage 
and emphasised Nintendo's focus on 
games and gameplay. The concept of 
GameCube, he stated, was to present 
developers and players alike with the 
ultimate hardware for playing games 
Hence the ease of use and the ramoval 
of the typical bottlenecks associated with 
development problems. He talked of the 


N64's reputation as a games machine that 


“There have been claims of high performance 
for game hardware, and although people were 
impressed, the products haven't delivered" 
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Forthcoming GBA titles include (from 
left to right) Mario Kart Advance, Ougon 
No Taiyo (Golden Sun) and Napoleon 


PlayStation2 suffers new media storm 


Press rounds on Sony over UK PlayStation2 price compared to continental Europe and US 











he troubled launch of 7 
it in the UK has been hit Dy Turthe 
setbacks in the shape of a spate of 
newspaper headlines denouncing its 
£300 price point, which materialised 

iortly after Sony announced that t 
launch date would be set back by a 
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The price of PlayStation2 was 
announced to the public in a 
series of indignant headlines 
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to pay £100 MORE 
* x ^ iw this year's hottest 





kids") Xmas present 


Sony charge £299 in 
UK because they know 
they'll get away with it 
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the demand. We're not looking fo 

and we understand that‏ ات چٹ 
people might feel aggrieved, but we‏ 
do our best for Europe and the UK."‏ 


Nevertheless, there is still uncertain 
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available on the day of launch, and the 
preorder system is not entirely popular 
with retailers. Sony has also revealed that, 
contrary to earlier reports, there will be no 
free stock available until possibly after 
Christmas. "We can't at the moment say 
exactiy how many units will be available on 
aunch day. we can only confirm that three 
million units will be shipped in Europe for 
the end of our financial year, which is the 
end of March 2001, says Welsman. 
Consumers who preorder a PlayStation: 


will be guaranteed to get a machine before 





differences across the European Union 
are less marked, with tha console priced 


at 55ھ‎ (£278), in France. 


No such thing as bad publicity 
Press interest in the launch of a videogame 
console Cleary owes much to the current 
np-off Britain’ campaign, but it is also a 
testament to the current prominence 
enjoyed by the videogame industry = built 
in large part upon the success of the 


original PlayStation, So it is disturbing that 
trade papers cited rumours that the 
headlines were started by the activities o 
‘the PH agency for one of Sony's rivals’, 
This is especially true given the price of 
one rival console, the Dreamcast, which 
also launched at 8 substantially lower price 
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where it launched at £200 


Territorial discrepancies are not a new 
phenomenon for the industry. The relatively 


high price is, though, a bitter pill te 
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ne with other pla 
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sumiciant in itself to justin tne once, there 
are other issues, says Welsman: "We 


also have far greater distribution and 
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“Sony isn't looking for sympathy, and we 
understand that people might feel aggrieved, 
but we do our best for Europe and the UK" 


0065 seem to be 8 strange reward Tor the 
loyalty that British gamers have shown to 
Playstation. "We understand exactly how 
important Europei is in the whole of the 
business for PlayStation and PS2,” says 
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"some of our figures are saying that 
demand before Christmas could be as 


high as over a million units. Untortunately 
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there is the inevitable conciusion that, yes 
there is a pecking order, and that Japan 
comas first. All of us would like it to bea 
global launch date, but actually that's very 
ifhcult to achieve when you re progduor 


the Kind of numbers that we need to fulfil 
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being higher for all of the businesses we 
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deal with. and on top of that the margins 


that European retailers look for are greater 
— nart = b UC سیت یب‎ es ہے‎ 
than the margins that American retailers 
ook for, They only ask for a higher 


and everyining costs more over here thar 


It does in any other country.” Certainly the 





Alan Weisman is keen to dismiss claims 
that PlayStation2 is overpriced, citing 
greater distribution costs and sales tax 
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Developers and retailers on PS2 launch problems 


delay to maximise the hype, though this 
raises concern that they may not be able 
to cope with the initial demand at retail." 
Paul Jackson, Electronic Arts 


"| don't think the delay will alienate 
people; not for long anyway, as most 
purchases will be Christmas presents. 
Once you buy a machine, the fact it 

was a month or so later is soon 
forgotten. It is more likely to increase 
anticipation. A few people may buy 3 
Dreamcast, but those that are swayed by 
a month's delay suggest it is not a major 
purchase for them and probably have 
the money to buy both - in fact, they 
probably have a Dreamcast already." 
David Braben, Frontier Developments 


“| think there will be an awful lot of 
disappointed customers this Christmas, 
especially the non-hardcore gamer. 
Anybody who's very close to the 
market and the product will know 
there are shortages, but in the more 
massmarket case, where little Johnny 
really wants one for Christmas and his 
mum and dad go out and try to get one 
in the run up in the normal purchasing 
cycle, | think the consumer's going to 
be very disappointed. Which is why 

| can understand why Sony are trying 
to manage that expectation and 
manage the flow of products." 

Clare Askem, Dixons 


It's a fact of life, but still disappointing 
for the European consumers. 

“I'm pretty surprised about the 
amount of concern in the press about 
the price of the console. | remember 
buying the first PlayStation five years 
ago for around the same price and 
didn't consider it a rip-off at the time. 
| think the new console has so much 
more going for it - games broadband, 
DVD, etc - that it seems remarkable 
that it's stayed at the same price. 

“Personally | hope that the delay 
will help us get some better games ready 
for the market than some of the games 
we saw for the Japanese launch. | think 
there is quite a good window of 
opportunity for Dreamcast. It's all about 
having good games. At the start there 
weren't too many, but as time has gone 
on they've got better and better. | think 
this will also be true for PS2 as the 
games that are now in development 
look amazing." 

Brendan McNamara, Studio Soho 


“| don't think the delayed launch of 

the PS2 will alienate consumers — the 
price point is aggressive for an entry 
level console, and it will still make it in 
time for Christmas as anticipated. This 

is a stunningly desirable machine that 
consumers will wait for - a four-week 
wait won't push them towards alternative 
consoles. l'm sure Sony will use the 





"Sony have certainly implemented a 
rather radical approach to their preorder 
process. While the communication flow 
to retail has been consistent, they will 
need to maintain their traditionally strong 
PR message to the consumer, as there is 
some confusion as to how customers go 
about securing their machine before 
Christmas. Stock availability will be an 
issue, though in Sony's defence it always 
has been, no matter what the platform 
may be. With the overwhelming launch 
success in Japan, plus the production 
demands of the imminent Psone, it will 
be no different for the PS2. 

"Many cynics appear to have already 
picked their winners in the hardware 
wars, citing the war as a two-horse 
race between Sony and Microsoft, but 
with Sega about to potentially get their 
online message over to customers and 
Nintendo about to reveal further details 
of Dolphin, there may be more to this 
battle than initially appeared." 

Doug Bone, HMV 


"Obviously it's a shame that we will be 
markets, but | think this is sympathetic of 
two things - the huge demand in Japan 
and the development of PAL hardware. 
It's always going to be easier to ship 
new consoles for the US, because they 
use the same TV standard and don't, as 
such, need any new display hardware. 


Blockbuster goes broadband 


Video rentals giant dives into on-demand, paving 
the way for games piped direct to the home 


The implications of a broadband future became more apparent on July 19, when 


Blockbuster announced plans to launch an entertainment on-demand network in 
conjunction with Enron Broadband Services in the US. Initially the service will offer 
video on-demand to several LIS cities by the end of the year, so that users can enjoy 
pay-per-view movies which benefit from VCR-like functionality. Eventually, though, 
the service will offer other forms of entertainment, including videogames on demand. 
It is planning to extend the service to other markets, including the UK, in 2001. 





Christmas, but not on the day of launch, 
Enough preorder forms will therefore be 
distributed to retailers to cover the amount 
of units that will be shipped before 
Christmas, and consumers will be 
informed when they will receive their 
consola in a letter from Sony. The verdict 
of Clare Askem, of Dixons, regarding 
preorders is muted; "It's not ideal, but 

| can understand what Sony are trying 

to deal with, which is 3 very small amount 
٥ا‎ stock versus the anticipated demand. 

| think it's very complicated, and as a non- 
specialist it's quite a compiex thing to be 
doing, and I'm quite worried about the 
operational aspects of that, in terms 

of trying to manage that through our 
busiest time of year. In terms of the 
strategic intent, | sympathise with it." 

The biggest difficulty posed to retailers 
by the system is the management of 
consumer expectation and understanding, 
which some retailers point out is to the 
advantage of Sony's competitors. 
"Dreamcast is entering a potentially 
exciting penod,” argues Bone. "With 
the most impressive 128bit software 
ever developed about to hit shelves, 
the opportunities for Dreamcast this 
Christmas are vast. In the same way 
that Mintendo 64 capitalised on stock 
shortages of PlayStation in recent 
Christmases, Dreamcast is poised 
to take similar advantage of PS2's limited 
availability." Welsman is less concerned, 
believing that consumers will wait: “There 
will always be a minority who switch to 
the Dreamcast or any other format that's 
available if they can't get the machine 
they're after, but most people who want 
8 PlayStation2 will wali for a 
PlayStation2." Certainly retailers are 
agreed that the Dreamcast will have 
to be on sale at the right price before 
consumers will be willing to switch. 

It's unlikely that the high price 
point and shipping delays will dampen 
the huge demand for PlayStation2 that 
already exists. Sony should be more 
concerned by the fact that devoted 
gamers are still likely to be deterred by 
the average quality of many of the titles 
that have been pencilled in for launch. It 
is therefore to be hoped that the company 
uses the delay to ensure the delivery of a 


higher quality of launch software than "v 


is Currently expected. 
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Dreamcast price slashed 


Sega cuts console RRP in run-up to PlayStation2 launch 
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Titles including Baldur's Gate (right) and 
Colin McRae Rally 2.0 have seen their 
release on Dreamcast cancelled 
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BAFTA to visit evolution2000 


Interactive entertainment award nominations to go on show in Leeds 








Following the success of last year's 
event, which featured speakers such as 
Jonathan Freedman (far left) and Peter 
Molyneux (left), a strong line-up has 
been announced for this year, including 
Revolution's Charles Cecil (above) 
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Siggraph marks new movie-game synergy 


New Orleans convention showcases fresh wave of cinema/videogame cross-fertilisation 
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dz 


for a five-day graphics extravaganza 
at the Ernest N Morial Convention 
Gentre in New Orleans. 
Pixar screened its 'For the Birds 
ihort to an American audience for the first 


time, Sony Pictures lapped up the plaudits 


for its work on 'Stuart Little' and 'The 
Hollow Man', and ILM revealed a few 


of the secret tools and techniques it 
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has nothing to do with the games industry, 
most of the tools currently used Tor movie 


effects are exactly the same ones game 
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Sonwane developers Nike LsCreet, Alas 


Wavefront, Softimage and Side Effects 
are keen to turn their motion-picture 

FX products into games industry 
moneymakers. Though game companies 
Dn | have a massive presence ai Ine 
exhibition, plenty of artists and creative 
directors from development houses were 
sniffing around the show, taking in the 


techniques used in the major movies in 
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On top of films like 'Stuart Little' and 'The Perfect Storm', 
Alias Wavefront envisages Maya becoming middleware 
for PlayStation2 with its SDK package, which will create 
an engine for artists and programmers to work within 


X-Box. That, and checking out the latest 

creative software for their studios 
Perhaps the most interesting trend 

as far as software is concerned is how 


animation systems are evolving. Having 


released SoftimageXS! this spring 
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Others use custom solutions, but Discreet's Character Studio 3 is a plug-in for 3D Studio Max which makes generating realistic crowd animation easier, eliminating character collisions 
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Making waves 


ILM shows off technology that 
"v 2 generated 'The Perfect Storm' 

ILM's work creating super-waves for The Perfect lon j 7 ^ 7 | | " z P Li ' i à : " One of the most 4 
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look like. In future versions, AS! will include preview work, even if it requires multiple OpenGL on the PC. Thus, art assets directors covering every angle of 


m wharein animations passes Full effects, shading and texturing lon't need to be ported, converter fluid dynamics. Some worked on -| 
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5 ritish developer Rebellion, best 
known for PC title Allens vs Precator 


and currently working on Guniok, has 
purchased the well-known British comic 
2000AD from publisher Egmont Fleetway 
While it could be arqued that taking on 


the responsibility tor publishing a weekh 


developer, access to a Z3-year Dack 


catalogue containing a vast portfolio 
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to outweigh the potential disadvantages 


"It all started out with licensing 
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characters," explains Rebellion 
Jason Kingsley. “Up to now and it 

the Tuture we re going to be working with 
other people who own their own licences 


like Fox and Universal. We also wanted 
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for a while," continues Kingsley 
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Rebellion sparked as Judge Dredd sells out 


Brit developer purchases 2000AD from Egmont Fleetway, obtaining super-rich seam of character IP 





Dredd remains the best known character, but the vas! 
2000AD portfolio includes characters like Deadlock 
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Chris and Jason Kingsley have been 
readers of the comic, which features 
strips like Durham Red (left), since its 
first issue, and are hoping to increasa its 
circulation by returning to its darker roots 





Morpheme injects 
, new life into WAP 


Activision text adventures to be 
developed for mobile phones 


London-based WAP developer 
Morpheme has announced that 

it will bring several of Activision's 
Infocom text adventures to WAP 
platforms. Titles such as Zork, 
Planetiall and The Hitchhikers Guide 
To The Galaxy, wowed gamers back 


me dqreat (OBES and Inteectual 


properties vou can use them in lots in the "BOs, though they do not seem 
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but we want to build to be the obvious choice for a WAP 


of different ways, 
version given the limited interface of 


them up rather than just explorting them 


current handsets. "Conversion of the 


Although it may be a while before any 
announcements are made regarding Z-Machine to WAP ordered سض‎ 


An 1 some interesting challenges, 
& particularly that of designing and | 


characters, the next-generation consoles 
and new ownership provide the perfect creating an easy to use enhancement 
or replacement of the classic text 


opportunity to finally doing the likes of 
Dredd, Rogue Trooper and Halo Jones 


justice — and repay the debt that the | 







entry system," concedes Andy Fitter, 
Morpheme's technical director. 
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he says: "Mega City One predates the 
conceptual art on 'Blade Runner’ by five 
years, and most of the people who worked 
on 'Blade Runr 
all in their twenties, and l'm sure they were 


rits. They were 
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Andy Diggle, better known to his 
readers as "Fer is clear about the 
advantages that the new ownership 


Tha alae mete‏ كر و ممص عرو مض یں 
brinas to 2000AD: “The Galaxy's Greatest‏ 
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brand of sci-fi, 
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and consequently Egmont Fleetway never 


3e Tank Engine’ and ‘Barbie 
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profitable licences, 


Licences to print money 


This rich portfolio is the chief advantage 


z 
2! ownership Tor HeDeinon, wmon can 
now Develop and icense games based 
on some 700 characters. “Personally 
the prospect of a Syphon ۳۳۳۰6 game 
= 
based on Strontium Lig nas 03 
with anticipation — although that’s just a 
daydream at this stage," declares Diagle 
There is also the talented roster of artists 
and writers who have worked on ine 
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"Its very early days at the moment as to that we want to put in, we have to piten 


how things like that are ading to work, But it to him and we have to convince him that 


the great thing about it is there are some ts a good idea," states Chris. “We want 
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Extremely talented vwrnrters and artists or iO WOTE Win developers and publtlieners 
ZUUCUAL! wno Im sure would Di EE a and Creatives and icense out 5 
Jetting into games and all that sort of as appropriate,’ tinues Jason, "but 
sium., GUL we ll See now it develops we want to make sure that they re good 
With tha sheer size of 2000AD's auality stuff When we do make movie 


“The prospect of a Syphon Filter-style game 
based on Strontium Dog has me drooling with 
anticipation... it's just a daydream at this stage" 


relatively untapped back catalogue, announcements, we'll ba quite involved 


maintaining the Integrity of the franchise in controlling how things appear. We want 


is Clearly a concern, but is a challenge that to be very actively involved, otherwise we 


the Kingsley brothers are certain they can won't do it." When it comes to licensing 
overcome. "2000AD is going to remain to ot! videogame developers, Rebellion 
exactly as it has been for the last 23 years hopes that its expenence as a licensee will 
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makes the decision er what goes in and svmnpathetic than you rage nght 


c3a. Philips unveils wired wear 
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Sweet soot of rmiddie-aced dads who are hitting mid-life crisis 


and their gameplaying kids, he has developed a prototype 


controller for (ne PlayStation based on an exercise bike. Fou 
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Edges guest tester certainly wasn't enamoured by the beast. 
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iumber of users who actually used the service: Û 
ted Dreamcast unit sales for the financial year 4.9m 
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X-Men: Tha Wireless Game 
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Youdon't have to pose like a dork in order to wear 
Philips’ new tech, but į} does go with the territory 


PC specs have never been so much fun. Is this 
the absolute pinnacle of geek entertainment? 
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UK: Some might scoff at Midas Interactive's efforts to tap ١ 

the most nich arkets but Edge cannot help but praise the 

dress ines in Eguestria LT ji grooming and 
nd z et been 


UK: The design of Nintendo's GameCube controller generated 
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wil be given a 12-month placement at Joytech's development 
department and a trip to Hong Kong to see their design being 


manufactured. Entry forms must be submitted by October 1 


and can be acquired from desanchallengeayoytech.co.uk 
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am e said to play to arcade standard" 


he rs its cwn Sm i of PlayStahon2 analysis 


"Recreational videogames have the 
potential to help both children and adults 
with a variety of health problems - from 
concentration ORANGE to opu ciel 
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"It's not really a virtual pet type of software, 
it's more like mind- — software" 
Yutaka Saito describing | à seaman 


"When you are learning a difficult 
videogame, you should not be thinking 
about Bar-B-Q-flavoured potato chips. You 
must learn to channel your attention into the 
new world you have entered, be it outer | 
space, سي‎ or elsewhere" 
Tom Hirschfeld in : to Master the Video (Same: 








"The design's a bit patchy. Two 
silhouetted-out pape clip iie 


Web forum poster TESI Her Dr s compo and your creation could end 


and of a not-at-all-gratuitous model 





cay Palming off the Game Boy 


UK: Such is the Game Boy's popularity that E 
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Korea: Dong-Woo Kim, aka ‘Fingers of God', and Britain's 


sujoy ‘Thunder Fingers’ Roy are just two of the high 
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cass Gamings new religion 
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A new Metroid on GameCube 

Just hope it doesn't take four years to develop 
Cubic hardware 

First Apple, now Nintendo: straight lines are the new curves 
Namco's Pac-Man beach balls 


Worth buying C&VG for 
Mating Seamen 


In-tank sex-death shocker stuns office into silence 


Infogrames 'Big Brother' videogame 
It's going to be an ‘arcade platform game’. How lame? 
Videogame sensationalism in the tabloids 


It's back, and it's talking about ‘this Christmas" hottest toy 
Nintendo's GameCube console design 
One half of the office loves it. the other still refuses to believe it 


Seaman's American tongue 


la "irm cm J 1 zs 2 , 
Adonting a Yankee twang is no laughing matter 





Japan: Digicube, one of Japan's largest retailers of 
videogames (it is the the ecommerce medium for 

reaponsitie for the majonty of Fina! Fantasy IX sales), 
has seen its traditional sales tees reducing, so it 
has ermberked on an initiative to promote DVDs. 










٦٦ Ad opens on bedroom scene. Woman (standing): 
“Ow! Who is this woman?" 02. Man: "Is there 
someone?" 02. Woman (standing): "Yes! Just by the 
side of youl” û Man: "Which woman?" 05, Woman 
(standing, now very aggravated), "Har!" c^ Man: 

"| think you've watched ‘The Sixth Sense’ a few 

too many times!” °°. Voiceover: "The Sixth Sense’, 
at last available on DVD!" 0E. Promo ends on logo 









Author Pat Cadigan 
Publisher. Macmillan 
ISBN: 0333779533 


Author Peter Menzel 4 Faith D'Aluisio 


Publisher: MIT Press 
ISBN; 0262133822 





Site: Screens 
URL: users4.50megs.com/alaggan/zxscreens/ 


UK: Some people collect stamps, otters cons. 
But Andrew Laggan hoards loading screens 

from yesteryear and makes them available 

via his homepage, Screen 中 (ex-Speacy users 

will recognise the terrm as the fle format for such 
images on the Slit computer), The pics 7اا‎ 
sat on TV and monitor screens for the three or 
four minutes It took games to load from cassette 
tapa back in the day - provide a fascinating 
snapshot of the videogame industry when i wes 
at its mos! shabby (sae the pic that accompanied 
Mastertronic's Streaker), its most obscure (who 
remembers Ot de Set, for heavens sake). and 
fs most creative see most of Dave Thorpe's work 
for Ocean, including the likes of Head Over Hess). 
A totally absorbing site for lovers أن‎ the obscure. 
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Satums finest hour had already passed and - 18 
months in — it pulled the plug. Next up. a big spprts 
garne developer, but it wasn't big enough and it was 
acquired by a French concern which didn't fire 
into leaving out of sheer boredom. Gray's aporoach 
subsequently became more proactive. At the 
slightest sign of trouble, he'd Jump ship. The strategy 
worked — he got the fun of design without the pain 
of the crunch. He also got a pay rise. So he started 
jumping at the slightest sign of a better job. 
Nevertheless, he had been excited by the 
new position as technical director of Volcano 
Productions. With Harrington's still quotable profile 
and his own experience - albeit unconsummated = 
Volcano had held real potential. And he would hardly 
Harrington passed the programmer a sweaty 
Kronenbourg and waited for his Guinness. "Look, 


Commentary from inside the videogame industi 





I'm as disappointed as you are, Mike, but you know 

last couple of years? And no one has signed a 

Stick-it-in-a-box game since Mucky Foot or Elixir.” 
"But WAP, Marty? A ‘roaming entertainment 


the Yank game, Marty?" 


Marty coughed, and released his Vulcan grip. 
"Er, yes, well, to be honest we're not really sure 


whol we go with yet. Lots of interest. Actually, 
it's a bit of a work in progress. The landscape 


is constantly shifting at Volcano." He owed his 


disheveled lead programmer - his only programmer 


-8 drink. “You know, fluid like lava - and red hot." 
“Rilight,” drawied the suit. 
‘So, Scooter Circus was a 'project' rather than 


a product in the boss’ eyes, the scruffy man mused, 


as he circled the now empty office on a silver 


missed them. True, it had been like working in an 
episode of the "Twilight Zone populated entirety 
by Gap staff, but that was better than working in 
a 1,500-square-foot office populated entirely by 
him and Harrington. The old programmer saw 


REDEYE 


Productions would become the new Bulfrog or 

id Software, but it was clearly the latest shaky rung 
on the head man’s laborious descent towards the 
bottom of the industry. Sad. 


The long-forgotten joy of his first job in the industry had given 
way to a cynical secret: he had never completed a game 


what the hell is that?" The programmer shook his 
head, "Bollocks is what." 

"A gravy train ls what IL is," Harrington retorted, 
"f sign that deal, we're looking at Eî milion 

"And how long will that last us when we're hiring 
a dozen Students every time the investors tum up 
to have a look under the lid of their little incubator?” 

"Forever." smirked Harrington. “You don't 
actually think that | paid those bozos do you?" 

"So, what compelled thern to sit there for two 
days? Your charisma?" 

"Sort of,” said Harrington, with a hint of real 
sadness. "| promised them sexy jobs in the industry." 


RedEye is a veteran videogame journalist. His 
views Go not necessarily coincide with Edge s 


Gray had read about Marty in Zzap! when stil 
a kid, and Harrington's Way was the game that had 
inspired him to make games himself, But in the big- 
budget 3D age, Harrington wasn't just a dinosaur 
in an industry of twentysomethings = his mind was 
prehistoric, too. He wasn't the man he once seemed 
= but then neither was Mike Gray. The long-forgotten 
joy of his first job in the industry had given way to a 
cynical secret: he had never completed a game. 

It wasn't his fault. He initially worked for an 
electronics conglomerate on its ‘TV-computer’ 
that swiftly became a 'multimedia centre' and then 
a multiformat 'nerve centre' as technology ate itself 
in the early "90s. None of the machines made it to 
the shops - an ominous portent. Stil, he'd been 
thrilled to move onto a company founded by elite 
Dutch demo coders to create what was to be the 
Saturn's finest hour. Sadly, the publisher thought the 
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arty Hamngton paused outside the 

doors and took a deep breath. Was he 
moment for his new development studio. The two 
investors stood at his side, chequebooks concealed 


himself, too. Thus unorthodox methods were fully 
justified. He exhaled, 

"Gentlemen," he said, opening the door “Shall 
we?" The room was a hive of activity. “This is what 
we call the 'red hot core’ of Volcano Productions," 
Harington tittered as he ushered the sults into the 
open plan office. "We can talk the talk all day, but 
these boys make it happen." He coughed and 
looked towards a gir at the nearest desk, who 
‘Stared impassively into her screen, 

"Wall, you don't hang about,” said a sult, 


‘start-ups’ | see that haven't even teft their old jobs." 
"Exactly. 'GreatGamesHUs&hotmai.com' 
and a contact number from Orange." 

"Now | take getting an office together as a 
signal of intent," agreed Paul Smith senior. "Of 
course, most developers can't be their laces, 

50 you can't expect too much." 

If the staff of Volcano Productions were 
c ER E a scruffy 
lost in their work. Harrington draped his arm around 
the nearest guest. "Back to my office for a swiftie?" 

"Swifter the first, tne sooner the second," he 
replied. But before Harrington could stop him, the 
other suit was heading towards a desk. "Excuse 
me, but what are you working on?” he asked an 
fixed, his grip on the suit's shoulder tightening. 

Suddenly, the scruffy man stood up. "He's 
working on maps for Scooter Circus, our first 
game,” he said as he walked towards them, 
extending a shaky hand. "Sorry - we're a bit 

The questioner shook his hand like a 
schoolteacher. "Scooter Circus, en? That 
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also to attempt the process the other way round - 
choose a beautiful space, and imagine what kindy 
of new gameplay opportunities t can host. 

The other revolution in environments wil 
be one of functionality. Traditionally, solid-lookina 
environments have been rather stupid illusions. 
Textures slapped onto wireframe geometry don't 
'know' how to behave, which has given rise to 
functional and causal incoherence, A rocket- 
launcher won't harm a wooden door; an enemy 
won't bounce off a wall but merely sticks to it. Now, 
| have spent many à happy if totally pointless half- 
hour in GoldenEye or Perfect Dark, having failed a 
out glass panes or spotliahts. And as environment 
behaviour becomes more coherent, so that every 
light can be shot out, every weak door blown up, we 
as gameplayers will have an evermore persuasive 
sense of being free agents in the digital world. 





TRIGGER HAPPY 





As our freedom increases, أن‎ course, the political 
and moral dimensions of the gameplay can grow. 
Dead or Alive 2 laudably allows you to smash 
your enemy through windows or throw her off 
ledges: strategic opportunities are thereby increased, 
as they bleed into the use of the space itself. The 
Geo-Mod engine of Volition's upcoming FPS Red 


environmental style also incorporates a particular set 
of dynamic possibles. You can texture a warehouse 
in Moody gunmetal greys and bas-relief, and you 
can light it dramatically, but, frankly, a warehouse is 
still not that visually arresting a place. Conversely, 
especially when it is full of rectilinear stacks of crates, 
it makes a great hunting and sneaking environment, 
as Metal Gear Solid shamelessly attests. 

The dynamic logic of the space is crucial. 
Indeed, in some games the experience of prettiness 
forcibly vanishes after about five minutes. The 
futuristic medievalism of Quake M — all vautted 
betrayed and made redundant by the speed of the 
game: stop to admire the view and you're toast. 

So environment designers aiready have to 
negotiate the three axes of visual beauty. 
the power of next-gen consoles and PCs offers 





The sheer ا‎ o good videogame environments acts as a kind of 
reward system, motivating the player to reach the next masterpiece 


Faction may well be a seminal development here. 
Shooting a rocket-launcher into soft ground makes a 
trench that you can hop into for cover? Outstanding. 
Too often today, the experience of playing even 
a top-fight videogame is one of second-guessing 
the designers. At the moment, you consider an 
option - say, destroying the glass case around a 
switch with a grenade — and then you reflect: “No, 
that won't work, because the gameworld doesn't 
work that way." The ideal is for you to be thinking: 
doesn't work that way." Now, that will be progress. 


Steven Poole is the author of "Trigger Happy: The 
inner Life Of Videogames’ (Fourth Estate, £12) 


Underground environments. give only a hint of the 
drama to come. The Quake iil engine has already 
been licensed by UNESCO to create a virtual tour 
of Notre-Dame Cathedral. And the real world is a 
near-inexhaustible source of such beautiful spaces 

Importantly, this approach will be one way for 
designers to sidestep the tyranny of sci-fi cliché. The 
idea of stalking enemies around the Tate Modern 
gallery, or one of the astonishing new Jubilee Line 
stations at Westminster or Canary Wharf — these 
moder cathedrals of light — is infinitely more 
attractive than another bloody set of steel corridors. 
Certainly, aspects of real spaces wil often need to be 
but in order to break moulds, designers ought 
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years, but we are only just beginning to see 
the first shoots of true maturity in their design. It has 
long been important, of course, to make 
more for their architecture than for their heroine: the 
real hook was the constant jolt to our sense of 
aesthetic wonder, induced by some of those rooms. 

The spatial and textural beauty of good 

videogame environments acts as a kind of reward 
system, motivating the player to try to reach the 
next architectural masterpiece. But there کا‎ a lot of 
laziness in environment Imagineering, too = a hanciful 
need yet another H H Giger-style biomechanoid ship 
interior, all black-green ribbed curves and sime? Do 
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we really need more stony dungeons with sweating 
Giger's widely copied biomechanoid style, 
for instance, evokes modern man's technological 
arnbivalence. You are a biological organism (Joanna 
Dark, Jean-Luc Picard, Ripley) fighting the unnatural 
the PC or console and the ingame weaponry, to 
Equally suggestive is another popular 
of a warehouse represents the forces of global 
commercialism, with its stacked and packed 
in the real warid, an individual is helpless. In a 
you are in full, immediate control of your destiny, 
even in the belly of the capitalist beast. The 
offers a neon-it celebration of humanist power. 
As well as such buned political messages, an 
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wasa pretty exciting prospect, | remember that NOA eyen visited 
because they hadn't seen a SNES at the time.” 

Equinex, the much-lauded sequel to the isometric-viewed NES 
adventure Solstice, followed before the Pickford brothers began 
Work on Piod, a supremely accomplished SNES platiormer whose 
existence, unfortunately, became overshadowed by such 
meé-too fare. of the day as Bubsy The Bobcat. 

Corporate stiflings eventually took their toll, and Pickford began to 
explore more immediately gratifying avenues. The result was ZedTwo 
and puzzle game Wetrix. "This was the hardest game to design I've 
ever been involved in," he admits. "With a puzzle game you have 
nothing bul gameplay - it has to work. If the game is weak, the 
graphics won Fhelp, and you can't just throw in a few extra enemies 
if the game ls too easy, You have nothing but the naked gameplay, 
and that means the underlying concept has to be right, Each and 
every feature has to interact with every other feature in the game." 

Now 33, Pickford is putting the finishing touches to Aquaqua (see 
942), which takes the Wetrix concept and translates it for PlayStation? 
ZedTwo remains stubbornly focused on what makes videogaming tick 
- fun - but the company is now embarking on à number of super- 
ambitious projects, Like many coders who've been around since 
the halcyon days of the "80s, Pickford is content that today's 
landscape is a healthier one, but concedes that “the only real 
downer Is the difficulty in getting an original idea off the ground.” 
With his track record, this. is an especially sobering sentiment 











1 he company name ZedTwo is spelled out, rather than written 'Z2". 
in order that Americans may not mispronounce 'Z' as ‘zee’, This 
is typically whimsical of the quirky, Manchester-based outfit, headed 
up by Ste Pickford [see p156) and his brother John, who still gets his 
hands dirty coding while sitting under the title of creative director. 

Those familiar with Mastertronic's Sbit output in the '80s will be 
familiar with his early coding efforts as part of Binary Design, such as 
Zub and Amaurote - games whose quality sat at odds with the label's 
‘cheapo’ reputation. Hè went on to set up Zippo Games, which started 
out producing 16bit Amiga/ST games such as Cosmic Pirate and 
Voodoo Nightmare before hooking up with Rare; which switched 
the team on to the potential of NES software. 

“That was the real real turning point,” Pickford relays. “They 
really taught us a lot about game design. It was a revelation to us 
that NES games were fully fledged consumer products: They were 
actually tested; players actually expected to finish the games. Games 
had to be fun and bug-free. It seams crazy now, but back then | 
think we were all writing games for our own satisfaction or to show 
off same clever idea. If a game turned out to be fun, it was probably 
more by accident than design." 

Parts two and three of the Wizards & Warriors series, plus Lunar 
Jetman and coin-op conversion Caba! all followed on tha NES as 
part of the Rare deal before Software Creations came calling. "I was 
approached by them and offered the chance to work on the SNES,” 
Pickford remembers. "They had the only dev kit outside of Japan so 
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Story bored 


= aving the opportunity to enter the heart of Sony's Soho. 


studio to take a glimpse at The Getaway (below; see p52) 


was revealing ما‎ several ways. Apart from the | impressive 
attention to detail there was one aspect which stood out as 
being slightly overworked: narrative, Employing two full-time 
scniptwriters and storyboard artists has its advantages. 

The plot, ft must be hoped, will link the game sequences 
together in a cohesive manner and drive the player 

onwards towards their ultimate goal, 

However, tiking a look at ihe caelos annexe of | 
Storyboarding which detalls every single character movement 
and action sequence, alongside the bundies of script which 
will dictate the flow of the cut-scenes. gava causa for concern, 
This is an obvious point, but It needs to be made: FMV 
sequences are not interactive. They do not constitute 
gameplay, and rarely cvershadow the game proper Being 
brutally honest, even the cut-acenas of Final Fantasy Vil can 
drag on interminably. Cry at the death of Aeris Gainsborough? 
Most Gamers were more likely to wall with despar at the 
30-minute wait between save points. | 

Clearly, some games lend themselves mora readily to 
narrative input than cthers. There's litte point in a developer 
breaking up the flow of a puzzle title with some tenuously 
related plot device. Driver 2, however, like The Getaway, will 
contain sequences detailing Tanner's progress in the game. 
Reflections’ first Driver game opted for an ambitious, tiered 
narrative structure which branched off at several points, and 

the extra work needed to create. these optional sequences 
saw a reduction in quality of ee FMY Feedback 
confirmed that players literally lost the plot and exited 


| the cut-scenes to get straight back to driving. 0 | 


The fact is that narrative can be à. stifling influence on. 
the flow of a game. When designers decide to place FMV 


J| sequences in your game then thay are seriously curtailing — 


your freedom. The more narrative unveiling there is, the more 


| likely it is that your videogame experience will be on rails, 


if you review Edge's top 100 games (E80), you'll note 
that the leading 12 games feature either zero FMV or incredibly 
brief cut-scenes. Even Half-Life (at number nine) delivered its 
narrative either during player interaction or in short blasts 
between levels, Confirmation that, as in Zelda: Ocarina of 
Time, the best games are those where the player feels 


sae 


some freedom to search out their own destiny, i ہس[‎ 
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RebelAct's gore-soaked action RPG may win column inches for its no-holds-barred 
depiction of battle wounds, but the game's underlying worth remains open to question 
A 1 Test 7 idi If are a gara ti 
ETE | — | score highly in Edge it must push 
سز‎ سال٣۱‎ 


the envelope o 


ts genre. Often this means 
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ements of others inta an addictive mix, while 
being sufficlantly innovative to avold being 


derivative. Regardless of high polygon counts 
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simply titled Blade, is an action-based RPG 
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whose tona is similar to a violence-crazecd 
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the variation in the look and fesl of the areas, 
each is based primarily on the slaying of evil 
minions, and culminates in the arrival of a 


boss who must be defeated in order t 


progress. So far, so R- Type 
[here are four characters - knig 
dwan, barbarian, and the UDIQUMOUS 71 


- available for selection at the start of the 


+ga 


game, and, as you would expect, each boasts 


[TA 


their own abilities. More unusual is that each 
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his is designed to qve the player a nor 





repetitive way Of trying out each character 


and finding out which is more suited to 
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s a diferent character wil offer a different 


expenence, both in combat and in solutions 


to the simple puzzles on offer, 


Ta = و کے‎ eee eee 
nough Severance doesn ۸۲۴ 
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a ragiona LL advancement system, thea 
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particuiarty important, because progression 
reveais special combat moves and tae Key 


sequences needed to execute tham. righting, 


extended by the system of special moves, i 
amed 1 1 buttons, one ١ Ilaec» 
and another for defend. With oo | 
attacks can be concentrated on particular 


parts of an enemi s body. Experienced players 





Will be able to knock the shield from a ۲:۷5 

and witt ell-aimed Diow, or = and this is 
"nere me mm jing Seve — 7 
5186 Ther amm clean ol 


Tha light sourcing is even more striking when there's water around, generating stunning reflections. On the 





gore side of the Severance coin, if your character is injured in the water, their blood will diffuse into the liquid 


Format: PG 


Publisher, Codemasters 
eveloper: RebelAct 
Origin Spain 

Release November 


Enemies come in all shapes an sabe the humanoid ones are just as deadly as the more fantastical 
creations. One swipe fr can find yourself without an appendage - in this case, your head 







Experienced players will be able 
to knock the shield from a rival's 
hand with an well-aimed blow... 

or Slice their arm clean off 


rs, can lead to misplaced fear, when‏ عه 
iny, backlit enemies project monsinously huge‏ 
had ows round comers.‏ 5 
Aside from the main gar‏ 
multiplayer mode places the competitors‏ 
inside a qladiatonal arena mered with s‏ 
and weaponry. But, despite this and its‏ 
occasional RPG pretensions, Sev‏ 
primarily a oneplayer action/adventure title‏ 
Whether it's going to be a great one is in the‏ 
balance; theres no doubting that its graphical‏ 
credentials mark it out as a contender, but it's | | " —‏ 
worth questioning how much depth lies‏ 


"It's mew a flesh wound: 
behind the game's facade of gore. For a title Using a bloody limb as a cudgel might be a gimmick, but it underlines one 
of Severance's other features. Almost any object you see in the game Is 


to be labelled a necessary purchase, it needs open to abuse as a weapon, though deciding whether to use a shoe or a 
more than just a sparkling engine; the key to broadsword to bludgeon an enemy to death is more a question of 
brilliance lies in a sound. inventive game 1 deciding whether style is more important than substance, rather than one 

Ct | i | of common sense. Still, in eightplayer mode it offers new and exciting‏ سیا 
dynamic, and It's here that Severance TEL methods of humiliation, the main principle of many multiplayer games.‏ 
has yet to prove its cutting edge. š‏ 
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norrific injuries, and almost all body parts are 
getachabie with some persuasion from sharp 
weaponry, but so what? Admittedly, the level 
of violence is both unique and disturbing, but 
f all the publicity surrounding Severance 
concentrates on the bloody mess of 
deconstructed character models, then other 
parts of the game will suffer an injustice. Aside 
from being able to pick up recently severed 
imbs and using them as weapons, the 
bloodshed leaves the gameplay unaffected. 
In fact, this isn't even the most graphically 
mpressive aspect of the game. 

Carrying more impact and more style 
than a poo dismembered goblin body 
parts, Severance's shadows are astonishing. 
Torchlight renders the cartoon imagery with 
an otherworldly realism, but it's when the 
silhouettes start to dance that the engine 
really shows its power. Pick up a torch, and 
your shadow is projected behind you, laid 





onto the rock or snow or dungeon walls. 
Swing the torch at an enemy, and both his 
and your shadows swing too, as well as that 
of every other object within the torch light. It's 
an effect that, used smartly by the level 


The Dreamland Chronicles: Freedom Ridge 


Not only have alien forces invaded Earth, they ve taken the place over. The time has 
come to build a resistance force to overthrow them, and you're the one in command 










Sauran shockwave cannon (10/10) 
: Clips _o= 


^. 
\, 


C games that totally redefine ther 
= genre are few and far between. In 
fact, once you wada through the 

ma-too titles and marketing hype, there 
are only a handful of titles that are exceptional conquers Earth following a few months of 


One of these rare games was the DOS-based intense, destructive warfare. Players are faced 


classic X-COM: UFO Defence by Mythos with the daunting responsibility of building a 
Games. It's no secret, however, that like many resistance force capable of overthrowing the 


yor M 


great franchises, X-COM has ultimately been invaders, and the keys to doing this are 
watered down with sequels and uninspired strategic planning and tactical expertise 
spin-offs, Still. Mythos has been itchina to “The full scope of operations is under the 
do a true follow-up, and now, with a new player's control," says Gollop, "from 
publisher and a new engine, the company resource management to squad-level 
hopes once again to redefine state-of-the-art combat." So, while you start off with only a 


strategy gaming handful of resistance fighters (consisting of 
Much like the original X-COM, Freedom scientists, pilots and soldiers) you must win 


Ridge involves aliens — lots of aliens. “The skirmishes with the enemy and bulld up your 

storyline is based on the classic سم‎ nvasion forces to eventually conquer the alien threat 

scenario and the copious amounts of UFO There are about 25 different enemy types in 

conspiracy stones that have been circulating the game, including robots, primitive creatures 

for years," explains Mythos Games co- and even carnivorous plants. While some of 

: founder Julian Gollop. "The Dreamland the enemies will be new to players, others 

i 7 | E | PIDE! mythology features prominently. Dreamland like the mysterious Men In Black — will be 

£ ji is the code word for the Area 51 facility in the recognisable to conspiracy theorists and 

Nevada desert where the US Government is ‘X-Files’ fans alike 

alleged to have tested alien technology." To fight these invaders you'll not only have 
The game starts shortly after a particularly to recruit new allies, but also discover new 


arer sar Se 


TT 65 60/ 70 Deviation: 2.77 .] 


The missile launcher (above) may seem like a good idea, but when you fire a weapon of destruction in an urban 
area, you're asking for trouble, Besides conventional weapons, Mythos has invented some allen firepower (top) rapacious alien race known as the Saurans weapons and technology, There are more 
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he heart and soul of the original X-COM 
beats within Freedom Miage, so strategy 


veterans will be familiar with the turn-based 
combat mechanics and strategy. The game 
does have a jew ا ٹا‎ s that give 


+ 


that extra level of realism, however. You 
combatants will now be able to detect 1 
forces by hearing, seeing and even smell 
them. And the strategic part of the game 
nciuades more complex and integrated 8 


combat (Edge has seen Jeeps n the game 
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d tanks are promised t I] Lore 


placement than previous X-COM tities The game that started it all 
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The most mesmerisir spect of the While X-COM may not have the same connotations as it once did 
haee e Hus سر‎ "elena : 8 (the last game was a space sim and the next is a firstperson shooter), 
— 9 نے وو‎ the Enemy Below version still managed to rank number 23 in Edge's 
Nothing is left to ince nere, 7 list of the top 100 games of all time. Quite simply, the game did it all, 


the world is ‘ive’. "We have been workóna even with the limited PC gaming technology available at the ime 

resource management, tactical combat and even a little bit of horror 
(there were some genuinely intense moments). Edge hopes Mythos 

programmers, to put some COO! features if کا‎ on the night track with Freedom Ridge, not only to recreate the 


me came. euch a acti ecte 8 expenence of its supenor classic, but to remvent it with the new 
صری یں‎ meinte a ne fius unen 7 physics and graphics technology the team has available to it 
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one word comes 
D mino: astounding 
Freedom Ridge is definitely an ambitious 
tiue — no one has attempted tactical, squad- 
Evel, turn-based combat on such a grand 


scale and with such attention to detail. WIN 
Dotn technology and gameplay on the 


side OKS like thos T Wa‏ 5 د 
side, it lo >6 Mytho: The tactical planning stage of each operation enables the player to move the camera around freely and get a good vantage point of‏ 5 
may nave anotner legend in the making the action (above), As the game is being developed with both PS2 and PC in mind, the interface should suit joypad and mouse control‏ 


Format PlayStation 


Smugglers Run E 


Remase November 2 


Live the redneck dream courtesy of lake ۱۷۷۷۵ Interactive and transport questionable 
cargoes over the county line behind the wheel of the souped-up jalopy of your choice 
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"ES MN 00 questionable, and its gameplay concepts checkpoint to the next, preferably avoiding‏ ا 
eei i bli ۷۷ TT TN, although good on paper, appeared unat posce, but free to flatten cows, deer and‏ 
LO 1۲851151815: into ihe game proper Dackpackers. Occasionally a race against‏ 4 "وبي رہ T*‏ 
LÀ VY some three-and-a-half months on, things alow smugglers is organised to avoid‏ 
have altered considerably, The most obvious monotony, or another variant crops up.‏ 
improvement is visual. Texture quality ha For instance, later in the game you are‏ 
nocreasegd and ine vast areas now Doasst Tai 5üiered the oppornunity to smuggie as a Gang‏ 
istinctive features (trees, villages win Al stablemates providing suppor such‏ 
inirmals, boulders, etc), making them mon a5 decoy or straightforward protection from‏ 
exciting places to motor around. The overa the ram-first-question-later law enforcers‏ 


araphical quality may not knock you over à la How you make your way between objectives 


MtsS2, but the distance to which the scenen کا‎ up to you = you're free to go anywhere you 
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environments with no fixed goal. Although 
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straightforward capture and deliver the case, 
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As in Crazy Taxi, lio ating arrows indicate the direct route to your destination 
but taking this isn't always the best option, as the police or ruggad terrain 
can hamper progress. Whatever happens, draw distance extends as far 


& "nha "nrrmm hile i dim iha محر رق یں این‎ ES fanaa ےر وھ‎ ferira Fir عفدن بعرم‎ 
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As racing games continue to explore off-road avenues, Codemasters brings its own 
spin to PC petrolheads in the form of a dirt-hugging, multiplayer-focused extravaganza 
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Damage done 

The oneplayer mode, while clearly not the 

focus of insane's bid for your attention, cames 
its own share of delights that aren't available 

in the multiplayer option. In particular, the 
landscape has far more objects that can be 
interacted with; animals roam the desert terrain 
and flee from your thunderous engine, and posts 
that are so static and solid in multiplayer can be 
knocked flying. In both modes of play, though, 
damage is both clearly visible — wheels impacted 
too hard can roll clean from your car = anc feed 
directly through to how your vehicle handles. 


a 
1 

il 

i 

Lo 

55 

5 

fi 

1 

۲ 

i 

L 


ibm. Pu Curr tes js = - وم‎ AE 
with a new arena to take into multiplayer. 
8 F Fiap ar rr mete my کس ا‎ 

A ت0ت‎ 00067 mode exists, too, Whit 

enapes me payer io expanencae as ine 


game modes mn the company Of Computer 


LAS m‏ کس ور ہے 可 E‏ | = ہی نچ 
cars of varying levels of ntelligenca. VN IAP UG‏ 
i UunGcK Turner ABAS [0 race across‏ لاج 
Dui est] n Thes Dec. reward mode! Seems‏ 


Insana's steep terrain means that rolling your car, even without opponents trying to knock you over, گا‎ almost inevitable, If you end up 


down a key will see it slowly roli upnght. meaning your race can continue. Damage. too, can be repaired in three seconds. but th 
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Codemasters. Few surprises 


there, except this is an acquisition,‏ لا 
leveloped far from Leamington Spa — in‏ 
Hungary Dy deveioper Invictus. 1 a‏ 


physics demo, the insane engine impressed 


nvictus so much It built a game around it. The 
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Tai aranea De) a Screamin rice around 


up, and across hills, and against gravity. 


e seven game Modes in all 
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sate Trail, Gate Hunt, Off Road Hace and 
amoboree are al based on pa G moug 


e checkpoint-style gates that litter the | 
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and valleys of Insane's 20 pre-desianed 


car to make it thro ign each ona. Gate ٣٣٣ 


sets a similar task, but doesn't specify whet 
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as possible. Of Road Hace is the closes 


sane comes to conventiona n racm 
ine sequentia gales carvmx) 8 se OD 
the hills. In Gate Irail, the gates can be taker 
n any order the player chooses 
Of the others, both Catch The Flag and 
ص٣‎ 7٦ ihe Ha 1 involye 7 Ja far 
ACEO manker and, according to The gank 


mode, keeping hold of it or takina it to a 


map location. Finally, the Destruction Zone 
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Suspension between the classes is enormous, 


and the selection of an appropriate vehicle is 
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Format: PC 


Release: September 





Interplay offers up a sequel to its hugely successful AD&D-based game, which 
picks up where the last title left off and looks set to include a raft of refinements 


he overwhelming success of the 
first instalment in the Baldur's Gate 
series, which sold more than one 
million copies worldwide, has engendered 

a fan loyalty similar to the AD&D franchise 
upon which it is based. Expectations are 
high, then, for this sequel, particularly in the 
light of competition from S51, which is also 
developing a title based on the D&D universe. 
For the uninitiated, Bioware's RPGs bear 6 
relation to Japanese console titles of the 


same genre. There are no cute sprites, 





mah-iong mini-games or overiong cut- 
scenes, though narrative and character 
development is just as strong 

Shadows of Amn commences shortly 
after the denouement of the first episode, 
taking place in the Forgotten Realms 
universe. The action is ostensibly set in the 
merchant kingdom of Amn, though intrepid 
adventurers will find themselves traversing 
the Elven forests of Tethir, marveling at the 
Cloudpeak Mountains, and navigating the 
Drow Cities of the Underdark. initially, 
though, they will find themselves locked 
na cage with next to no equipment, and 
have to escape fairly sharpish. Seasoned 
swashbucklers will be pleased to learn that 
characters can be imported from the original. 

Thanks to an enhanced version of the 
Bioware Infinity engine, there are a number 
of refinements in place, including improved 
pathfinding, the option to annotate maps 
and journals, Detter inventory management 
thanks to gem bags and scroll cases, higher 









The improved Infinity engine can cope with a 
nore visually opulent array of magical effects, 
which ıs in keeping with the rarefied neuahts of 
power that characters can now reach, acquiring 
strongholds and familiars on their adventures 


resolution, and a better-looking graphical 
interface. The most obvious difference 
though, is the sheer size of the game 
Although it will be possible to complete in 50- 
BO hours if sub-quests are ignored, diversions 


^u 


ZA 0011 can increase this to around 300 hours. 
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Many such distractions are thanks to a 
greater degree of dynamic interaction with 
NPCs through the game. Any which join your 
party have lives and goals outside it, and may 
leave to pursue them. Higher-level character 
development, in keeping with the AD&D 
mythos, also results in a number of missions, 
sucn as that of a Paladin to obtain a magical 
sword in retum for pursuing a religious quest. 

indeed, the overall effect of the various 
refinements is to pack in even more of the 
complex rule set upon which it is based 
than its predecessor did. Players can 
choose from more than 40 character classes 


adim ا‎ 


Second edition vs third edition 
Although Shadows of Amn is based on the second- 
edition AD&D rules, Wizards of the Coast has just 
released the third-edition rules, qiving the 26-year- 
old game a much-needed facelift and dropping the 
'Advanced' prefix to eliminate confusion. Bioware's 
forthcoming title, Neverwinter Nights, will be based 
on the newer rules, as will SSl's Pool of Radiance, 
and it's likely that if Bioware decides to develop and kits, making the sequel J fitting 8 
another instalment in the Baldur's Gate series, Ms. 90 

then it, too, will be based on the newer rules. Players who were disappointed by the non appearance of dragons in the original song tor 58001-717 AD&D, and a 
may yet have their appetites sated, but Bioware has not yet confirmed anything respectable preface to the third edition 
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Format: PC 

Activision‏ :156۲ات 
Developer: Raven Software‏ 
Origin: US‏ 1 
Release ~ September‏ 


istorically, efforts to adapt the 

— successtul ides of the var iOUS 

a incarnations of "Star Trek’ in order 
7 win over the hearts and wallets of gamers 
have been cumbersome at best. Attempts to 
combine those elements that contribute to the 
Success of the various series with gameplay 
that appeal to a wider audience have largely 
failed. But by adopting and tweaking an 


existing tormuta - that of the firstperson 


EX pi‏ سر سا سوسس سے سس يإ 
shooter — rather than attemptin gip Stan‏ 

5 
from scratch, Haven seems to be following 


the mistakes of other dev elopers. 
下 CNN rü eS Tm ا‎ 
WCA کا‎ NGA LO Say that Elite Force 
Joesen t cature the feel of tha Tw. cernes 
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The plot could have been lifted out of an 
episode, with em and her crew lüred to 
an alien starship graveyard in an uncharted 


fa newly Tormed 


gion of space. As part c 
Team under the command of 
Lieutenant Commander Tuvok, you take 
on the role of Ensign Munro and are sent on 
several missions to avert the threat of the alien 
tity responsible for Voyagers predicament 
Of course, the advantages of such a plot 
are that it allows the game to feature different 
environments and enemies, and it averts the 
threat of extinction of a N ot the show's stars. 


Standard missions are spiced up by the 


i 
"m 


ssistance أت‎ other team members, and 
are interspersed with stealth missions, 

while routine maintenance tasks afford 

the opportunity to explore Voyager. 

The various environments in the game 
are populated by à mix of familiar enemies 
such as the Borg and Klingon scavengers, 
as well as newer races like the Ethenans. 
And in addition to the standard-issue phase 
ancd compression rifle, you have access to 
more exotic weaponry of alien origin. 

extremely well-detailed visuals are to 
be expected from the Quake M engine, as 
is a strong mu tiplayer mode that allows more 
scope for interaction with the better know 
members of the Vo vager crew = tnougn 
‘Star Trek’ purists may balk at the prospect 
of having to shoot both Janeway and Tuvok, 
They may be swayed by the Seven of Nine 
skin, however, and the well-designed levels 
that are dotted with power-ups. 

Eite Force will no doubt appeal to 
the legions of “Star Trek’ fans out there 

by capturing the spint of the TV series, but it 
also looks to be shaping up as a title that will 
achieve wider appeal by adapting an effective 
engine to a well-designed example of 
apoputrar Genre. 


Multiplayer affords the 
opportunity to use one 
of many 'Star Trek' skins 
and features a Quake Iii- 
style oneplayer mode, 
with Al-controlled bots 


Star Trek: voyager — Hite Force 


Raven sets out its stall to extend the appeal of ‘Star Trek’ videogames beyond the 
series’ hardcore fanbase by developing a firstperson shooter based aboard Voyager 





Several smaller missions take place on Voyager, 
which is recreated in some detail. The bridge and 
the holodeck, In which newly discovered alien 
weaponry can be tested, are depicted left 
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Star tracking 

The cut-scenes throughout the game are of the highest quality, with 
virtually all the members of the original TV cast making their vocal 
presence heard at some point or other. As head of the Hazard Team, 
Tuvok — voiced by Tim Russ - has the most onerous duties, though 
the doctor also makes several appearances. The digital likenesses 
of the crew are also of a high standard, which makes the multiplayer 
game all the more compelling, as well as fleshing out the Hazard 
Team itself — though there are one or two characters who make 
even the crew of Voyager look positively three-dimensional. 
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Playful pugilism readies itself for battle on 2521 and DC as Midway's smash hit returns 
for further joypad punishment, complete with 14 new cartoony characters 
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à; — ne of the Dreamcast launch tithes, the onginal Ready 2‏ ہے 















9 | (L9 | Rumble sold 400,000 coples on that format alone, with a 
further 550,000 units shifted on the PlayStation and N64 
It's not surprising, then, that Midway has pushed through a seque 


n iust over a year, this time for release on Dreamcast and PS: 


Equally unsurprisingly, tne PlayStation? version benefits from 
slightly more detalled character models, but otherwise the difference 
between the two titles is negligible. Around three quarters of the code 


"umma 1 Ina hu ÍnwrT ats. 


Li‏ ا نا با ناكرا 


There are now 24 competitors to select, ten of whom return from 
the first game. The new characters range from robot fighter Mobox, 
to the slightly fey cowboy Stubby, and 
also mcluoge the dubiousty excing 701 
presence of Michael Jackson and basketball 
superstar Shaquilie O'Neal. Each boxer has 
an arch-rival - for example, Afro Thunder and 


imelignt-stealing brother JC — and bouts 
1T يلاي‎ me | a) ہے‎ V uS in. ER Hag 159545 


between the two rivals will be specially billed 
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as 'bad blood match-ups". The Tournament 





Tha fighting principles of the original Humble remain 
Particularly powerful punches are indicated by glowing 
gives The fumble power-up nas been extended - 
collect ail the letters of HUMBLE and three levels 
of unique combos can be activated 


mode has also been improved, but there's 
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Whether the additions will elevate the game 


一 自 


from update status to a must-nave for 





owners of the original is questionable 


E E = H — — —— ۔ = ;= ج پچ جم چس‎ > — ۴۴۴۲۲31 PlayStation 
Publisher: LucasArt 


Develper: Insnous 
mr ud 





Prove your dogfighting mettie as LucasArts invites you to step into the shoes of three 
characters omitted from the film in a game that looks like overshadowing its inspiration 
m hirdperson space combat comes to the "Episode One 


hielt THE 
30110 | ii 1 
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universe, and three characters absent from the film make 
their debut here. Each brings a different style of comba 
" T. » 


ary; Nimh, a pirate under attach 1 P 
by the Trade Federation, who pilots a well-armoured bomber with ay wey 


the game: Vana, a stealthy mercer 


سے 


independently firing tumet: and Rhys, a member of the Naboo Forces 
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/oque for sniper combat also makes an appearance. Each of the ^ 5 
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characters begins separately, but their plot lines interweave and hi » | : 





eventually link-uo for the cimatc battle against The Federatior 
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LucasArts promises that if you can see 


something in the landscape, you can ily to 
= EVE D lares na bean enr SD Tar Gu 
that only persistent investigation will reveal 


them. Multiple texture passes on each ship 


have been used to add a battiewom look to Td 1 YA TU our "MH 1 
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سک یت‎ is Fighting takes place both over land and in space 
Ne jagged edges SO SIDE On ear. ¬ z 
ا عه‎ 3 i Un the land based leves, it's possible to fy into tne 


PlayStation2 releases are almost absent here. upper atmosphere and view the fighting from above 


At this point, use of tne sniper weapon |3 advised 
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Medal of Honor Underground = 


Relive the war as EA reprises its WWII-themed game with an episode set immediately 
prior to Meda/ of Honor, featuring clever guards, covert ops and a killer soundtrack 


nor games are 





ormeal PC, Mac 


۳ ub lig her Blue Byte 


ds aper Dragonstone 
Jrigin; US 
Release: Spring 2001 


ake off those 
terrible. It hid i 
| agiossy سے‎ of Laserdisc cartoon beauty. Dragon's Lair 3D 
aims to expand the experience somewhat (though it could hardly 
reduce something that, conceptually, amounted to a lottery of sporadic 
joystick wrenching with the occasional button press) by remaking the 
original in true SD. 
50, the plot 
through the lair to rescue the beautiful P 


rose-tinted spectacles: Dragon's Lair was 


poisoned, random-death gameplay behind 


remains the same. Dirk's Eas involves rnaking it 
cess Daphne 1 ا‎ 
the 30 areas of the original nave been expanded to take 40 sbi Je 
locations, Equally similar are the graphics, which render the 3D world 
with a cel-shading style similar to that of 
Dreamcast's Jet Ser Radio, and perfectiy 
evoke the spirit of the Laserdisc version. Dirk 
has managed to learn some new skills in the 
last 17 years, too, with a projectile weapon, 
a hint-providing medallion, and some new 
sword techniques now at his disposal 
But misguided retro fans needn t fear: 
the game also includes a Classic mode, 
which simulates the original using the 
new 3D engine. It's a bold move, and 
hopetully gamers will be able to spot 
tna diferenca. 
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additional touches 


presumably, to 


WEY ana require the 
of Manon. a female member of the Parisiar 


he ree Tem 
ar Underground Tee's 


hough this sequel uses the same engin 
EA has endeavoured to increase the challenge by 


the pe sive Molotov cocktall, 


six new weapons, including 


and seven missions spanning 12 levels. Othe 





include a split-screen multiplayer deathmatch mode and missions 
which will take place in desert terrain, designed 


game. 


break the gloomy atmospherics of the first 
The events take 4 lace prior to. Medal of H 
player to take contro 


icu ^ dag dal Of Honc 
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to its foreébear, some levels will break the routine oT simply 


from location to location and operating event 
triggers. Most notable i 


operation where Manon is 


5 an undercover 
asked with 
taking photographs of enemy movements 
and installations. Amusingly, guards will even 
pose for the camera on certam occasions. 
Fortunate 
of Eric 
ofthe o 


excellent gameplay. Orchestral strains are 


moody muse 


, the wonderfully 
: Kraber, p o developing the tension 
original, returns to complement the 
provided Dy 25 members of a bays choir, 
which alters subtly dependin 


levels of stress and action onscreen 





Dragons Lair 3D 


The Laserdisc ‘classic’ gets a 3D makeover as Dirk sets out to rescue Princess Daphne 
all over again, this time with some 180 locations to navigate before reaching his goal 
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While some scenes differ fram the original Laserdisc 
game, the bright, Disney-esque cartoon look of the 
title is identical, Hopefully, the true 3D environment 
will allow for more freedom of movement, and a far 
deeper gaming experience than the first title offered 
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onceptually deveroped Tor tne Japanese market Dy 7 
- | and technically developed abroad, Aquaqua is said jo be 
— ——4 mare than a mere conversion of Wetnx for PS2. The theme of 
this version is "earth creation’, and in addition to visual improvements, 
new stages have been incorporated into the code. 

The idea of the game remains largely the same as it was previously, 
Starting with a flat rectangle of land floating in mid-air, you build pools 
to collect water in. Build too few receptacles and precious liquid is lost 
over the edge. Build too high and you risk earthquakes. All the while, 
other destructive elements appear throughout play, but successfully 
balancing all of these is the key to a high-scoring round 


The power of Pis2 has enabled the 
developer to attain a degree of expression 
previcushy missing. Mountains, water, fire, 
rainbows and other effects have all benefited 
as a result, hence the game's more organic 
appearance. It may not affect gameplay, 
but it remains a clever touch 

in truth, iite seems to have radical 
changed. A twoplayer Versus mode is 
understandably addictive, but overall this 
represents business as usual. And given 
the quality of the onginal release, that 
isn't necessarily a bad thing 

Format: PlayStatior 
Publisher; 28 

Developer Reflection 
Origen: Ut 
Faint: Movember 11 
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Aquaqua 1 


Imagineer updates Wetrix for PlayStation2, adding improved graphics, a number of 
new stages, and a focus on 'earth creation' to the already successful gameplay formula 
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Aguagus will feature four characters. two of which will 
feature in the actual gameplay and another pair which, 
teasingly, wil! appear as ‘special’ items. The droplet- 
shaped indreduais represent diferent eras in the world, 
which is aol, as Collecbng water is the Key abjective 








A poorly animated Tanner resumes his undercover police work courtesy of Reflections, 
this time in cities with curved roadways and (currently) surprisingly light levels of traffic 
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The animation and detail of Tanner needs more work 
(he is to convincingly navigate his way around his 
environment. Having him exchange a battered car 
for a newer model is a nice touch, but once the 
police are on his tail exiting the vehicle is prohibited 
This severely limits certain gameplay possiblities, 
such as avoiding the police by switching cars 


hough still looking rough around the edges, Driver 2 will 
instantly appeal to those familiar with Reflections- first outing 
| The road system has been completely overhauled to include 
curved highways, bypasses and slip roads. The traffic filtering has also 
been upgraded to cope with this new multi-levellad road structure 
while cantilever bridges will allow more reckless drivers the opportunity 
to perform impressive leaps over rivers for the camera. 

Chief among the disappointments, however, is the poor animation 
o exit and enter any vehicle which is not 
moving Though more coding work remains, Tanner's exploits Devon 
؟‎ a5 dynamic as tans of the 


Tanner, who is now able | 


the connnes of the steenng wheel are n 


Ong inal came woud have noped There is 


iUe IO GO Dar WARING up 10 red arrows to 
perform automatic actions which wil tigge zumnogc 


Lack of traffic, too, makes driving 


around the streets a 5107111 dispassionate 
expenence. Hopefully. this should De 
improved for the final code. Multiplayer 
options and extra driving games have 
been included to try and distinguish the 
sequel from its forebear. It is clear. though 
that a winning formula has not been 


tin«ered around with too much 
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Format: PC 

uibslishaer: interplay 
نمام تا‎ er - Rebellion 
Origin: UK 

iplezse- October 


(Gunlok 


Saving the world from rampaging robots is not the most original idea for a game, so 
can Gunlok introduce enough innovations and challenges to keep the genre fresh? 





Gunns Oa x impressive level of character detail — down 10 
individual fingers — only becomes truly apparent ance 
you zoom in on a member of your clan [nghtj. The game 
عحچہکہت ت7ت‎ 15 5 west ves with a further ten ۲77 
arenas win a vanety of modes (co-operative multiplayer 
on onepiayer levels also possibie), true 3D line-of-sight 





rm t: PlayStation? 
Pubisher EA 





Awas hoping to get its popular fun-park simulator on to‏ سم 
the shelves a week before the PS2's launch. Presumably,‏ 





ies this was to sell copies to those eager for any PlayStaton2 
merchandise. whatever form it took. Sony's decision to push 
ا ھا‎ ENEG? d T 8 8 oh UTS Of i 0 r Tru TI LE J 
come up against much more solid opposition in Novemb 
For a game based around the employment of innovative design 
to give people the thrill of their lives Bullfro 0505 update ironically smacks 


extremely conservative reasor ning. Graphics are noticeably Improved‏ أن 
from previous versions, but do little to push the hardware, and although‏ 


5 have been made they are fewer than anticipated 
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Hollercoasters can be nstructed 
35 before, but ti IT i will be offered 
a retur tor your wWwhite-NrnUckKle 66:7 


Twenty-eiant categories will be appraised, 
including tha maximum and minimum 
degrees of slope, G-forces imparted on 

e rider, and tha total distance. Devise the 
ult imate’ rollercoaster and a secret editing 
option is uniocked 


and 
Ing 


some supprierneniany Ses ows wt 
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be little compensation to those already 
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targeting and advanced 3D pathfinding 















The children touring the park will be polygonal rather 
than sprüate-based and can now display several emotions 
including pleasure, excitement and boredom. And i! you 
should accidentally build a rollercoaster which is too 

extreme, they will vomit for added ef 
has also been improved ao that the ramblinig sounds 
of the rides can be heard throughout the theme park 


aving lost the bloody war against machines at the end of the 
一 215t century, humankind now faces extinction. As Gunlok, 
male organic humanoid and lone member of the Advanced 


Special Forces Group set up to combat power-hungry robots. the fime 


۴ honus 


has come to end the reign of The Corporation. Naturally 

Initially, you control only Guniok, though others jon your quest, each 
contributing different attributes to the group. Along the way, enemy units 
that detect your presence either visually or audibly) try to hinder your 
progress while the game '§ puzzle elements attempt to bafis you. 

One of the more Interesting aspects is the ability to swap weapons 
or equipment (usually found by rummaging through debris piles) 
between the differant robots in your unit 
upgrading their abilities, These scrapheaps 
can also be used to hide from enemy robots 1f 


the fe vered realtime combat proves too much 
All of the environments Edge has seen to 
date are suitably post-apocalyptic and varie 
Being fully 3D, Gunlok allows the camera to 
be rotated as wal AS Zoomed in and out 
While its premise and treatment may not 


be the most forward-looking Edge has come 





۲061۱٦07 and 57۷0110 eassy attract 


existing fans of the genre 





Bullfrog's popular funpark sim has been updated for PS2, but even the addition of 
chundering kids may not be enough to entice those already owning an earlier version ادخ‎ 
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Formal PlayStation 


Publisher: Rockstar Game 
Developer: Angel Studio 
۱ Origin: Ut 


amant Club is the latest attempt by Rockstar Games to 






inspire a vehicular crime wave, set in the shadowy world 
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the gridlock that characterises their real-life counterparts. There is 
number of background vehicles to avoid, though, including 
axis, and various civilian cars. Drivers needn't be so 
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maximum use of the handbrake t 


negotiate comers and turns, and 7٦ 

ent vehicles are featured over 75 races 

A Career mode givas you the opportunity to 
rise up within the ranks of the club, fine-tuning 
Victories allow players to access Detter cars Grease 
monkeys can fine-tune these with equipment from the 
likes of Dimmer, VeilSide, Zender and Wings West, but 
for those players to whom that means very litte, there 
is always the potential for a pile up to punctuate races 
The races themselves take place across a number of 
different modes, including head to head and waypoints 


Cars as you go, and - as has come to be 
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Format: PlayStations 


Wila Wila Rac Mg m. -— 
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This colourful off-roader from Rage may boast straightforward — but current! 


lacks the bounce you 'd expect from all-terrain buggies being thrown over rough terrain 








t first, Wia Wild Racing is disillusioning. While Smugglers Aun ATE يدود‎ 


p34) tries to be slightly different, ۱۷۷۷۳ appears to opt for: 
EXIIT 
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ly a bad thing | rovided certain game elements 
t ish themselves from tl eution. Yet whether WWA holds 
anything aserve isn't immediately apparent — the game olential 
bscured by lifeless Champrionship/Quick Race opti 


The handling model may make WH perfectly playable and the 
Courses are long and offer plenty of shortcuts, but they re not very 


exciting. Why not exploit the uneven terrain to 


are on-road venicies, alter all. You d expect them to be b 
f enery, yet cars dispray restraint 
n ۲۱٢۶0۱2111103 jumps, 5 nbarrassed to 

ali themselves into the digital ar 

shame, as increasing their jumping ability 


would make things far more exciting 
Still, eventually the more interesting 
additions appear. The Challenge mode, with 











its promise nt rues Vee mur s mes ار وچ‎ 
: a دي : ۱ ۱ وت کی 9 و‎ c 7 Oddly, WWF's straight racing option (above) doesn't 
TL ots prove as gripping as the game's challenge modes, 
Desik Ly. 5 wacNier exploits. And, lice which include racing around tracks collecting letters, 
ia latter. these prove p antertair ha pushing generously proportioned beach balls to the 
the main racina. Perhaps the bailar finish line, or negotiating stunt courses within strict 
jore ug time limits. If the main game can match the fun of 
will be redressed by release time these tasks, Rage could have something here, after all 
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Honda Superbike 


Format PlayStation 

Publisher Midas Interactive Entertainment 
Ormene Bubble Boys 

: UK 





October 


With a 24-racer pack, realtime damage and 11 international circuits, this Bubble Boys 
PC conversion looks like bringing competent motorbike racing action to PlayStation 
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B Couple of months from completion, but already the 
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two tumbles is usually enough to cause ether 
terminal suspension or engine failure, forcing 


abandonment of the bike 


As ever, the usual Championship and 
=" ne Race p a sou F vE E pa وق ھچ‎ j 
١ i É The overall graphical detail is certainly decent, with 
MIA a Twoptayer 511-278 pion. Win the 


some particularly effective chrome mapping on body 
panels af work, though at this stage pop-up and frame 
rate problems occur. Just to make racing more 
difficult, dynamic weather is on the standard features 
fst as is the ability to tune your two-wheeled demon in is 
5etween races in a bid to beat your CPU competition e ` : i 
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| i iE 三 = Format: PiayStation2 
Origin: Japan 
Haslease. December 


Namco revamps a lacklustre 1999 coin-op for the 128bit home market, hoping to lead a 
gaming category that has always failed to prove as popular as its four-whee alent 


fficially licensed on tha FIM Road Racing World Championship 


Grand Prix event, MotoGP focuses squarely on the furiously 
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LAPS TO GO platlorm, resulting in the polygonisation of five circuits. 
15 Four game modes (Time Trial, Challenge, Season and twoplayer 


Sus) join the Arcade option. Other home improvements inciude the 
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any other Torm of motorsport, few motorDIKe 


games since Super Hang-On have managed 


to Seduce players in the same manner as, 
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35 Satisfactonly when it comes to tne handing 


subtlety of two-wheeled machines. The 
Bold and colourful arcade-like visuals may win it friends 
= for a first-generation PS2 game it's not looking too 
bad = but the primary question whether the arcade 
version's stifled gameplay has bean improved for this 





auestion of whether VotoGP, with its extra 


modes, becomes any more tempting once 


n the comtort oT your Ming room ina 
home adaptation. The official tracks are Japan's Suzuka 2E سس ہت رہ‎ ame nit 
8 M-SF arcade CHALE wm be 


and Motegi, the UK's Donnington, Spain's Jerez, and 


France's former F1 circuit, Paul Ricard (shown here) answered in a few short months 
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After the disappointments of Messiah, Shiny has taken a different tack with its forthcoming 
title, which is firmly positioned in the popular RTS realm but features strong RPG elements. 


MD Dave Perry explained his shift in focus to Edge over dinner in a San Francisco sushibar 


Shin's latest title is, in the words 
of its creator, an. ‘epic, multiplayer, 
no-holds-barred 3D realtime strategy 
game with ع‎ RPG elements’. At 
first glance it seems as far away from 
the 58 2 cal quirkiness as you 
could get. Draped in gloomy fantasy 
RPG aesthetics and M ode with 
RTS functionality, Sacniice is virtually 
a call to arms for strategy and RPG 
PC gamers. There are no worms in 
space suits, no sniper-equipped 
helmets, and most definitely no flying 
cherubs. Has Perry finally geeked out? 

"Sacrifice is a very Shiny game,” 
he explains. "Its fundamental design 
is based on what we want the game 
to be doing, not what other games 
are already doing. | was lucky and 
got some of the key people who 
produced, directed and designed 
Starcraft [including James Phinney, 
lead designer and producer on 
Starcraft and associate producer on 
Warcraft I] to make sure the game 
embraces realtime strategy gamers. 
But we've created a game that will 


lc bre e") dawnt ike fa pu 
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! result is a fusion of action 


a 


gaming and strategy gaming expertise 
that successfully elevates Sacrifice 
well above the quagmire of 2D- 
masquerading-as-SD RTS clones. 
Most noticeably, its thirdperson 


perspective and heavy action 


Format. PC 
Publisher: Interplay 


Developer: Shiny Entertainment 


Price: E40 
۶٣۸٣ October 


^ ave Perry may still be the 

D | | prime example of a games 
designer living the luxury 

ex-pat-in-LA lifestyle, but despite 

the wealth and fame (of sorts), it can 

be hard not to feel a little sorry for the 

lofty but affable inshman. 

Not because he's just relinquished 
his cherished Dodge Viper for the 
more modest lines of a BMW - و‎ 
sad loss perhaps, but Laguna beach 
will be safer for it - and certainly not 
because af the passing seagulls that 
occasionally obscure the striking 
panoramic coastal views from 
his oceanside living room 


Fallen angel 

No, it's far easier to muster a bit 
of sympathy for Perry when you 
consider the three years that he anc 
his 30-strong staff laboured over 


Messiah — the intelligent but flawed PC 


title that promised so much but ended 
up delivering an awkward mixture of 
gameplay styles that failed to hind an 
audience. After a lukewarm reception 
from the world's videogames press. 


eah welcome awaited when it 
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healthy looking Perry, while ordering 
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sushi in a busy San Francisco 
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restaurant. "That's why 
was kept under wraps so long." 
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"Sacrifice is a very Shiny 
game," says Perry. "Its 
fundamental design is 


based on what we want the 





game to be doing, not what 


other games are already doing" 
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Sacnhce combines a number of aiemants, 
including slaugnienng the opposmon, 
sucking up ther souls and placafing your 
own god, all of which will evel you up 
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Action station 
Sacrifice is a true videogame hybrid — a fusion of action and strategy that could well require players to do parallei-processing 


of their own if they're to get through its 46 single player levels. What could coma as a surprise to dedicated ATS fans. though 
is how the mouse-operated unit commands have been cleverly integrated into the arcade-style dynamics, For example, command 


layouts are accessible via directional clicks on the mouse. Holding down the right button and moving m-a certain direction wi 


sglaeci a particular unit formation (& pap-up window system and audio will assist if you're slow], or double clicking on a unit 
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to banish an enemy wizard - achieved 
by castina a desecrate spell on one 

of their own units while near their 
opponents altar Tha resulting sacrifice 
will desecrate that altar and damage 





The thirdperson perspective involves 

the player in the thick of the action, 

which is à step away from the traditional 
RTS perspective of marshalling your forces 
from a position far from the front line 


the wizard 0۷٣۰ 
Such game mechanics might 

appear tedious to all but the most 
hardcore strategy fans, were it not 
for the fact that a simplified 'tech-tree' 

and resource-management system 
allows the action — depicted in 
caching 3D —to take centre stage. 
Make no mistake, this game contains 
some of the most startling 3D visuals 
that Edge has seen. The landscape, 
lor example. is generated by a hugely 
extrapoiated ve 
technology and it unravels naturally 


and convincingly into the distance, 


ion of the Messiah 


providing a real sens 


5 ot scale, 





However, what really impresses 
is the sheer volume of animation 
taking place at any one time 
Seeminaly, through a combination 
of intelligent optimisation and cunning 
program 


discernible imit on the number 


ming tricks. there's no 


of creatures you can summon on 
bugbears of many threeplayer 
RTS sessions - when a one-on-one 


all keeps moving; even, it's worth battle between two of the players is 


screen - simply fill it with winged, fully 
animated demons and surprisingly it 


noting. when there's also a volcanc gemoished by a third player wno 
Spell wreaking havoc on the teram muscies mn and oceans up. Snmys 
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itunes Oystanders wil be easily overpowered 
by more effective magic, as all the 
souls are snapped up. 

As the designers finish f 
on balancing the basic game 
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The landscape is generated using 
technology developed for Messiah, and 
generates a hugely convincing game world 


Multiplayer promise 
While Sacrifice's onaplayer mode 


is refreshingly geared towards 


cusing 
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iust like a typical human peeve), RS the something HTS fans have alleged 


rnuitiblayer mode that wel receive the been concerned about on 972 
forums. Planned modes include Soul 
Harvest (where the winner is the first 


inus 18881111018١9 their tech-tree' pnor to collect a number of souls) and the 


most scrutiny. Here tne player pedges 


allegiance to a god before entering 


to Gane - and mose aliss come urTorgivapy 00104700 imo-o-rama 
thick and fast. The developer also mode, in which the winner is the first 





siant mean that players are constantly 


n the thick of the action, rather than 


ratne 
enduring the traditional RTS stan 
varal mies behind the frontiine. 
This makes for a wholly immersive 
expernence - a sophisticated 
combination of resource-based 


strategy and balls-out 3D action 


ae the spes 

Stepping into the shoes of a wizard - 
essentially a roving commander 一 

st, suspended 


landscapes that are presided over by 


players inhabit v 


five different gods. By choosing a god 
to serve and then receiving a mission 
objective, particular speis are granted 
The core of the game is then spent 


us 一 =a‏ تح suy fA Gow do‏ لواحب 
Capturing ig = AER LI VR T ane‏ 


while boosting your Own resources 
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Interview: Dave Perry 


How do you feel about the Messiah experience? 

Shiny just loves to make games that have an interesting 
hook to them. The possession idea in Messiah was a really 
good example. It allowed you to leap into the bodies of 
your enemies and then use their bodies to fight each other. 
It allowed you to pretend to be an enemy by using their 
friend's body and then sneaking up on them. ۱ 

It allowed you to use an enemy's body as armaur, letting 
it take pain for you. | personally really enjoy getting into 8 
good firefight using this mechanic. The problem was that 
this game also had a lot of platform game elements, which 
the typical Quake gamer is hyperallergic to. With hindsight, 
the PC market was really the wrong format for the game, 
it would also have saved us a lot of struggling with 
compatibility. Luckily it's all sorted out now. 

Would you change anything in the game? 

Yes, we would have put it straight on to console, 

and would have removed some of the harder platform 
elements. We would also have made it multiplayer. | still 
believe it would be a bloody amazing multiplayer game, 
and hope someone makes one sometime soon with 

this kind of raw possession in il. 

Does a part of you yearn for the days of surefire 

hits like Earthworm Jim and Aladdin"? 

Those days are still here... it's just a frame of mind. 

Do you copy the formula that gamers are currently buying 
in droves, or do you try making something different? Eight 
years ago, | played it safe. | used to say: "People like 
hamburgers. They don't want 'creative' hamburgers that 
might taste funky." | quess ۱ broke my own rule and since 
then we have enjoyed making something a bit, well, 

erm, ‘different’. That means that our company attracts 
extremely creative people that enjoy the freedom. We 
understand that this is a business and, yes, we will be 
turning our attention back to more ‘socially acceptable’ 
games for a while. 

What's the next step for Shiny? Where do you 

see your company going? 

We are focused on introducing new techniques 

for immersing a gamer in a rich ambient world. | 

love technology, | love fresh ideas, and, being an ex- 
programmer, | will be making sure the design really 

flexes the programmers here. You can expect me to 

go underground once Sacrifice gets released, | will be 
pouring a ton of my personal time into this next game. 
There go the vacations for another two years. 

How do you see the PC development climate? 

The PC is really taking an unfair beating. Console 
developers are declaring it dead, but this is just not the 
case. It is still, and will remain, a fantastic place to play 
games - well, if you have the cash. The problem is that 

a great 3D gaming videocard alone on a PC is the price 
of an entire console system with DVD! That's worrying for 
the PC gamer, especially considering the X-Box is based 
on PC architecture - he has gotta feel burned unless 
Microsoft charges 51,000 for the X-Box. 

Do you think X-Box will affect PC development"? 

The X-Box is a new dawn for PC game developers. 

| think there may be a mass defection. Make sure you 
order yours early. 
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ooking, though, Shiny's boss mus 
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has invested its time n a game engine 
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a fight of mythical proportions 

After the disappointment of 
Messiah, there's arguably more at 


stake for the 33-year-old Ferry this 


sake. "But I'm not hyping this one up 
- i15 for the player to decide If it's their 


kind of game," It may be that he 


already Knows It wil 
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The game engine is 
capable of supporting 
a huge number of 
creatures onscreen, 
even when a volcano 
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Team Camden 


Think Michael Caine in ‘Get Carter’. Think Bob 
Hoskins in "The Long Good Friday'. Think Vinnie 
Jones in 'Lock, Stock'. Think London, gangsters, 
guns and car chases. Think real. Think The Getaway. 
Edge visits the Sony team that thinks it's designing 
the most realistic game in the world. Ever. 





he development of The"Getaway, and tha 
timeas come 855 acters to play some of 
the peripheral roles in the game, Unfortunately, 
Edge arrives a couple of days early for the lap- 
dancer auditions. Instead, a troupe of 'Yardies. 
5 ushered into the building. Edge is unsure 


y are Very convincing actors Of 


" : 
m} Hem ea Ó-:—- Le P کیم اصرح ھی رسي‎ ba 
jctually the rea! thing. AS if transpires, the 
"ar! real meen events ko) he oS 
AE EB با‎ GOGU cJ - y Vd y ات‎ 


Studio manager Brendan McNamara is 
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speaks with no-nonsense economy and, like 
many of the coding team, his face has been 
scanned into the game for use as a character 
Ha would be the first to admit that a high 
ranking gang ford might bas! Sut nis 


Jemeanour, and Edge isn't about to argue 
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rdrobing the game went out tà 
lalston. Its one of the hairler parts of London 
and she was trying to take some pictures of 
people with the kind of gear the gangsters 
Will be wearing. She nearly got rolled for her 
amefa." he relates casually, "Now we send 


them with reinforcements 
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Much work still needs to be done on the street 
furniture: litter bins, lamp-posts, boxes and evan 
the cracks in the pavement still need to ba added. 
The overall effect is still impressive, if currently, 8 
touch barren. The team is hoping to implement a 
damage system whereby different objects cause 
degrees of damage. So, hitting the side of a lamp- 
post will cause more crumpling than a plastic bin 


Car enthusiasts will note that current models lack some distinctive features such as badges. Sony's legal 
department is currently negotiating all the licences for the game. Will Audi allow its new TT to be wrecked? 


a 054 


Edge suspects that this car interior is speculative at the moment = whether they make the final cut is another matter. The team would 
like to affer the player both third and firstperson perspectives while driving. Police officers will be able to drag you out of your vehicle 
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Talking Heads ١ 
The Talking Heads software is the most 
realistic realtime facial animation package 
Edge has seen. Facial features are scanned 
in from actors and laid across a muscle mesh 
which consists of 64 independently moving 
joints. Speech software is integrated for 
further effect. The result is scarily realistic and 
matches The Getaway's attention to detail, 
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Both sides of the law 
Two characters will be playable: Mark, an ex- 
professional bank robber trying to forget his 


rex an Roy a polce acer takna on tha 
ا نع ساس گا‎ E Ud Yy ں0 ا ضا‎ js d Cars J 1E- 


mum سر سے سج ہس‎ m 0m دوك يك‎ i لسع يس و سرس ليسم‎ mem eun n us 
ssons from a law enforcement perspective 
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although each can be played with ether 
character and will be markedly diferent. They 
will include snootouts, robberies, stealth and, 
of course, manic car chases through London, 
One particular concern Edge expresses 
is in how the chase and internal action 
sequences will be integrated. Wah Kong is 
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seamless element is something we have spent 
a lot of time on. It's done using portals which 


roup sections of the road and interiors, so we 
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to invest in a copy to learn The Knowledge 


The game world which the player is tc 
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or the team. The videos are available to take 
home and watch - the coding equivalent of an 
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Black cabs will be predominant, giving London 
natives the chance to exact revenge in-game 
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| Getting away with car physics | 


Javier Carrion is SCEE's serior programmer | 
and works on every aspect of The Getaway's 
Gar dynamics. Though based In Spain, he | 
i apunta adip م‎ 
di يس عل‎ het aU Fer A ach | 
of the 50 drivable cars in the game. 
Carrion's most innovative decision is 
to move away from what he calls ‘built-in 
specifications’. "We've never imputed | 
things like the maximum speed values or 
acceleration figures," he says. “All cars 
in The Getaway have different values for 
the transmission type, engine, suspension 
geor try, caster, camber, toe in-out, even 
quality of tyres. if the model is right, the car 
will perform exactly as it does In real life... 
and it does. Every time the player is driving, 
the dynamic model is is computing the engine 
traction force against the aerodynamic drag 
and tyre friction.” Degradation parameters will 
aiso be implemented to simulate some cars 
being more worn than others; "Not all cars 
you find in the street are new," Carrion adds. 
The suspension alone allows for a range 
of behaviour. "If you look af the rear axle of a 
Ford Transit, it behaves like a rear solid axle 
and the wheels always stay parallel. On the 
other hand. the front. suspension of a Jaguar 
X46 consists of a wispborie and springs: 








and tyre wear were noticeable, and you can | 
perform handbrake turns. Just how sensitive 
the differences between cars will be, 
however, remains to beseen. | 

It is a priority for Carrion to Include a 
comprehensive car damage sy , which 
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will affect handling in a coherent 
way. "ff a car hits the pavement at speed, the 
geometry of the front suspension is modified, 
لا ما ا‎ PT aaa Hana N 
car begins to behave differently." Camion | 


۱ that the player will see cars 
remped wheels showing more 


| compliance, bearings locking and even 
| radiators overheating if hit by a bullet, | 
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Team Soho isn't compromising on 'realism' 


in any way. Sony has already he aah labelling 


the game's artwork with an *18' certificate 
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d the accurate representation of London's ZOmpromesang on ine rearsm  Tactc 
trests would be bland without a realistic traffic way. This inevitably means that pedestriar 
and pedestrian system to bring out the bustie are subject to the abuses of wayward dr 


! city fe. Lead programmer William Burden While no benefit is gained fr running them 


Ygie-minded about his vision for the game over, as in the Carmaggedon tities tne lifelik 
| want a full and comprehensive street system representation of people being crushed unde 


cud amo M | | Sie 


The art team has been studiously going around London taking pictures (when the weather is fine) of 
shopfronts with a digital camera. Each building takes around two days to be ‘cleaned up’ and imported 
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San. jones an 
cant snow the wondertu ntortions gaci 
face is capable of 

Each head is scanned in from the actor 


playing the part of the game character and 
is Overiaid onto an e mesh. The mus 
Structure covers 64 of the main muscle points 
in the face, all of wamo 38 be manipulated 
independently Talking Heads nas sx Das 
parameters, which include nappiness 
sadness, anger, rear, Surprise and انا گان‎ 
Others i Ike perplexity, shock and tiredness 
can be added. Acdiust the intensity of the 
par rs and the face reacts according) 
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respond to a 16 phoneme set (there are only 


Six in a standard Disney cartoon), and once 
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The example demonstrated to Edge was 
impressive, apart from some missing details 
inside the mouth when it opened, the face 
carne to Ife with an unnerving accuracy 
Almost on cue, a hulking figure can be 
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the Bethnal Green Mob stop their work and 
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look over with cunosity. As well as tall, 
on the rotund side. Should he get the job 
and who would refuse him? — he'll be one of 
the next characters to get the Talking Heads 
treatment. Your correspondent is also offered 


granmen mig *hua marme 
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gun-toting Big Walter isn't to be taken 


bghily — even in a virtual world. 





The player will be ale to perform "Hooper -style stunts after some practice. Driving on two wheels down 
alleyways and leaping other cars might be necessary in certain situations if the police are in pursuit 


vehicles is destined to court outrage. Sony 


has already begun labelin g the game 5 artwork 
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sensitive aspects from the game for 
commercial reasons may Weigh neavy in The 
coming months. McNamara remains adamant 
that this aspect, and other adult matarial 


including swearing, ma ming, acist characters 


anda stonytines incormoraing ihe sex trade, wi 
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and wingi games (hey played, but 77 
talk about how cheap itis to buy handguns 
| think if you did something about the 
handguns then you would get a much 
better result than banning videogames 


At least the player is not encourage 
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nnocent bystanders. As Wah Kong expla 
You can run people over, you can get out af 
Ine car and sarn shooting pecestrans, Duft tn 


consequences of that is that loads of police 
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come to representing human characteristics, 


the more pressure will build to ban then 


Developers will naturally use additional 
Drocessng | 1 form game Words tat 
better 7 vn physical urgverse. Yer 
gwing a Tres ! action with reakstic huma 
representation will inevitably lead to mora 


outrage. Gavin Moore is the Senior animator 
on The Getaway, and his ambition to bnng 


the most lifelike representation of human 
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Each area of London is being meticulously “The technoloay is called Talking Heads.” he 
reproduced. It will certainly be possible to xu با ا‎ 
reveals “We can m mic bink rates, rangon 


recognise your district right down to the 7۷۵04 
local McDonald's. The team might also head movement, and even brea 
include its own studio in a bonus level SAVE ع رب‎ ae سچچ‎ 


display a remarkable level of detail including 


FAQ 


Company name: SCEE Tea 
Founded: 1 


Softography: T. 


FWS TIS m 
=T نا ال‎ XT ا‎ 


Projects in development: This | 


C Eg mST 
7 ] 








الك = 






sc 
" | 
[S 
— = 





- ج > سی‎ 
و‎ o 
bus -— W— L2 AE — 


"E 
= 
= 一 一 一 


j 
e س ے‎ 
= c— = 
” P = 
0 = = 
کے‎ a 
é 
— 


P 
5 x --- i 5 ۱ 8 
z می‎ 一 ied 
à 9 سے‎ E iz 
=f = 
7 aw y a - 
- 
* 

gm- 

ww A i 5 


You win. NP 
END = 1 





WAP has been hyped as the easy way to buy into the erevolution — the world 
in your handset. Games come as part of the package, and Edge talks to the 
developers creating the first generation of titles that can be played on a phone 





nybody who has occupied themselves with the 
| So-called games that come packaged with the 


current generation of mobile phones will probably 
have done so to escape the inevitable onset of boredom thal 
کا‎ a feature of - for example — the dentist's waiting room. So 
they could be forgiven for being somewhat sceptical about 
the advantages of the mobile phone as a next-generation 
gaming platform. News that Sony has introduced an element 
ol wireless connectivity to its redesigned PSone ts just one 
example of the way in which the industry has begun to 
prepare for future iterations af wireless technology, but 
the immense popularity of iMode technology in Japan is in 
rather stark contrast to the slow take-up of WAP in the UK, 
where network operators don't have the benefit of low PC 
penetration, BT Cellini managed to shift substantially less 
than its forecasted 500,000 units, despite offering WAP as 
a cheap, pre-pay service, while Orange was forced to cut 
prices for its own offering. Consumers have yet to be won 
over by a technology that is characterised by long download 
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advantages ofthe quick development periods 
that curent WAF content requires: "Each 4 L 
Write'u been three years now, and Um hoping 
Sorcery WE be no more thane few months." 
indeed, Fnendy Giants places tha brief 
turnaround at ie eentre ot its prilescatry 
in-house wa deliberately imd any game's 
development te maximum at six rmonthas;" 
exp'ains co-founder Peter Scott. "That means 
that anything we do has a much lower mak aa 
far هه‎ development, and if has a mach) higher 
oraatiuity about it, meaning that we-car get 
more ideas out tee door, and il snythirig goes 
wrong = say 1] we deveing a gama for tyes 
moentns and it's cap - it 1وت‎ fhrestan 
lobing Frendy Gents down when we 
have fo Wris IL oit" 


Evolving technology 

It s fair to say, houpa that Matamake! 
panung iE net Exely to-apeesi to Ie averade 
comer دلو ار‎ Poker or Fours on à prone 
doen پت0‎ compe ro The kes of Soul 
Calibur or Perfect Dark ya a arae sorsan 

but there ee a rurmber ot techinciogpes on 
The norzan that raise the possiiery of a ۳ 
complex gaming axperienos over wireless 





networks. The pesani technic for bewing 
dale Over wirBless networks i9 cirouit switching 
where dala کا‎ assayed wa specilz phanel 
WACHA hogs for ine duration of a cat. Future 
Technologes ke GPA wich هذ‎ designed to 
cotmise curent nehworks, rey on packet 
switching, کر کت ہے کر و‎ when dar ie emen 
down acd sent ve the most 1ة‎ 660108 
Ths ام كني‎ of Té develapmant. and tha 
36 helwerks عو‎ are in the process of 
Deng estettiished in the LK, m an increase 
in banctwicth, and always Internet aocass. 
Doug Goodwin, the UK country manage 
at Motorola. highights ths advantages of auch 
Systems, stating hat ^H eres ma-oonsumer 
far Neher expenencs, it قفن‎ ihe opardtor n 


imes, limited Content, and a nesmcted interíaoe 


Quick turnaround 
Nevertheless. Gayet Gare developers have 
beer quick t6 baint the opportunity to Generate 
WAP content, Seelüng 10 tum apparent 
limitations ay functionally SA their advantage 
by producing massmarkat product with short 
turmaround times Companies ranging rom me 
wall-estnblishad “ such ax Activision and Raga 
«to start-up companies like nGarne and 
Friend) Giants at have WAP content In 
deuetopment. Doia Braga la portiaps alone 
in focusing or undering delivery teehnaledgy 
and adopting a roe as a distribution partner 
but it کا‎ leo devacona WAP content n its 
own right "The اہعاقت‎ ۷ rent now fer all game 
develapers د‎ Erding the nght syl of product 
iha waks penet on ral monocnrmme 
Seen resolutions, with y كان شوك‎ o! 
BEAD memey and very invited nartiwicitn, ' 
argues Glen O'Connell of Rage Software, 
summing up the Soles facing fne cur! 
crap ات‎ WAP deveiones. “These games haue 
molea much wider appeal than your trecttional 
SOE Gamers” tite on ine PC or anene” 
Capturing the attention af Thy alisha 
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Chace. Sor وماج حو انا‎ ane nc 








Developers have been quick to generate WAP content, 


itions to their 86 


^ turning around Massmarket product in a short time 


Tetris suchenos will maeed bei a major 
chalange, Steve Jackson أن‎ |Jonhead Sradus, 
who ها‎ werking with Dustal Bridaes ona gama 
based on nis “Sorcery adventure gamebookes, 
abû MITTEE accessibility as & crucial design 


eompornanet, put ha le welt alas te |! قات اهن‎ (hue 
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x about smoothness of response, 


A Of ie ZMD Ji talk IS not 186171867" 






Tha ikes of Fight KO cant compete with 
Soul Calibur and its f when î comes 15 
attracting the attention of the harico 





-and intultveness. How will the current approach 


to wireless gaming content - which Is clearly 


Uribe dud ice of cum‏ ید 


QU می وت‎ 
tke touchscreen inputs? Matt Kelland, aiso 


from nGarne. is sure that (hese developments 


are more significant to the evolution cf wireless 
gaming: “The kind of games that we re looking 
tangai What Tm move interested in is 
at جو‎ go to exj't or 16 cokes from two 
gol a larger screen. Raf puts you oo a par with 
something like a Game Boy. That way you can 


3G handsets, such as tris early concept from 
Nokia, will affer developers maro to play with 


tar more attractive proposition to market to 

the consumer, It gives a better utilisation of the 
network's capacity, and N provides the publisher 
or developer a better environment for tha game 
to ba built within." Likewise, Nokia's business 
development manager, Matt Chatterley, کا‎ 
«earn to highlight the potential impact on 
wireless gaming. "If you look at something 

lke GPRS," he argues, “where the phone can 
just trickle information down overnight, without 
paying for a full time connection, you're just 
paying for the amount of data you download. 
You could download a new game, end it 
wouldn't downoad it immediately, &o i 
wouldrrt take up a major network mesourog. 
but it would download (f ovemight. And then. 
Ine next moming you've got 8 new game 

on there, Of a video clip." 


seem unconvinced Dy the potential of new 
technology to dramatically affect their focus 
on developing gaming content for a general 
audience. Scott sume up the philosophy af 
Friencly Giants by saying: "We don't wart 
tc fall into what we see as Ihe mistakes of the 
traditional gaming industry, where PlayStation2 
comes out and the first game hat comes oul 
has to have 3D models which have more DOE 
than you can shake a stick at. and have to have 
bigger visual effects. What they've dona کا‎ lel 
the hardware ibad the game design. What 
Friendly Giants want to do is always keap tha. 
game design first." More fundamentally, some 
developers hold reservations about the actual 
potential of next-generation wireless technology. 
John Brimacombe, CEO of nGame, کا‎ one of 
the doubters: "Everyone is overselling GPRS 
and UMTS. in practical terms, these pistíorms 
are about smoothness of responsa, not about 
bandwidth. All of this 2MDit talk 8 nonsense. 
Somebody sad lo ma = an operator = if you 
kept a UMTS device on at 2Mbits, you would 
rapsdiy grow an extra ear with the radiation 
burning into your haad. That's eight cellular 
channels to achieve that bandwidth. In the 
end there's less room in the airwaves than 
in physical cable. So everyone ها‎ over-hyping 
what's happening in terms ol bandwidth.” 

it does seem unlike that 3G networks 
will have such a limited impact, but bandwidth 
i8 just one part of the equation. All of the rnajor 
phone manufacturers are working on designs 
that will offer a greater degree of functionality 








transmission of the markup tanquage and 


replaces i with an efficient binary stream of f - | 


thet sort ol thing will Survive out of WAP." The 
chiaf rival to WAP. NTT DeComo'. iMode; is 
restricted by Ihe fact that ilis a: proprietery 
fürrnat. "Mada 8 successtul from end | 
perspective." argues Kevin Bradshaw al 
Digital Bridges, ^in that theres a. lat of paople. 


on DoCoMo that usa It; but Is met actualy what, 


successful in that there's only one network that 


Which are Going 


to the future, some. of which wan't, 


premium" 


it's reasauirng ta know. than, mat the 
nardware manufacturers lke Windlass gaming 
seriously, citing such cantent às one element 
that i driving the desien of urure mencisdis; 
“Games and the whole multimedia future is 
where we want to bel” putinas Challerley, 
Ma want to be à part ot tha mobile infermaltian. 


society, We want to create If. Games are ona 
of those things, Tag arme ds video ciowriioads. 
audio downloads, that sori of thing = they're 

all going to be in there. And you wii sae 

future products coming Out with colour 
screens.” Motorola is equally interested 47 
gaming content, as Goodwin ilustrates by 
drawing attention te the company's plans to 
attend this year's ECTS: "Games in) going To 
Da pert of an overall entertainment sector in the 


you can. gat it ۵ and that's after à good 18 MI 
months. WAP is the glatial standart: |! 
Everywhere outside Japan, every network ١١ 
and phone guy is doing WAP. WAP will evoke. 
There's no doubt WAP is nere t6 stay, but it i | 
an evolutionary thing. Its not Ika: Is going 10 
stay like itis; Phone com have just previewed | 
the colour WAP browser. It looks fantastic. | 
And you'l get GPRS coming in undemeath 
the WAP prowser. You'l get WAP browser 
and Java working together, just ike you do 

| on the Web, Some components of what's 
Deng Gane on Mode wil 0 itt 
by soma:of the content guys" | 


market as big worlwide ni potentiaby $2006n ， 
within five years. Interactive entertainment 


n 000 ation with the avolution 5 WAR it 





Til THU TEETH 


(that it is synonymous with low bándwidths and. 
سوا‎ Screens, But as its supporters wre keen lo. 


that WAP isa transitions! |‏ عوك 
argues Brimacorribe. "WAP wa‏ /( 


be relent to the Naure, some of which won't, 


and technologi that i bandwidth img 00 


e Me this Motorola, ame simile 
pi dásien to-cument Randeets, but wil | 
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| mobile space, We estimate that could see the 


“gaming on a mobile basis ip going to bea 
targa, large part of that,” 


| Enhanced bandwidth d 00 handsets. 
“wil not 1۲0۵166 the hegernory ofthe 
| ma&smarket. approach by amweka, t but 


"uus possible That they well contribute Yo à mare |) 
| compstitive market. Gries Neve boar kauri! te | 
Min protiems to WAP. mistakenly ‘assuming | 


pont cut hi is an ongoing technology. “Everyone‏ أ 





| bungie of things, gorme لہ‎ Wrah aro going to i 


WAP isa Hunde Of things 
to be 0 rit 
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Bandwidth iS always going’ tones the 
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Hough, wireless gares ers largely Tee to 
piy ai he momerd, tute technologies 
wit nacesente و‎ 23291 aporsach 


ts head." [ri visble to cite the number of 
peope who جاع‎ NMinesweaper and Saltaire to 
Support a Simple game design paradigm in an 
environment where such garnas are sirmilány 
mapasa. It is not clear how such a model 
wi stand up to the naours of economic 
competition in an envinenment where 
consumers will be expected to pay - particularly 
if network operators pass on tha inflated cost ol 
t'rci-genaratior liGences to ihe e6onsurrmr. 
Bradshaw, however, insists that there wilt still 
be a marke! (or simple games. "There's lots of 
5thar ways te incentivise people to use simple 
Stull,” ne states. 1 think there will always be 
people who fancy à quick game of [tours] 
There's a whole ad of differen! revenue 
modes. They coud be tres, but maybe there's 


the odd acvert in i: Lots of different ideas.” 


But the Holy Gral af the communications 
industry —convergenoe — May also presant 
developers of simple games with a threat 

Lik& virtually every company operate n the 
Communications industry. Motorola کا‎ planning 
for a convergent future. "H you bok at bof 
history, More recently in foe last 11 ore 12 
months," argues Goodwin, "Ihe purchase of 
General Instruments by Motore. wiih = tne 
World's biggest! set-top box manufacturer. gias 


a cea indicatior as far as strategy i concemad 


het we recognise that sal oo box delivery and 


Wireless word are parî of an end-game Non, 


"It will be a combination of either transactional fees per 


ght pay 10p a do — or probably 





T) 


play — so the user 


monthly subscriptions for the more complex stuif 


It à mature version of WAP does tempt more 
companies into Tha wea, ۱۱ كا‎ atil not clear That 
this will stimulate the development of games 
which will be able to compete with a tile such 
as Mario Kart on Game Bay ۷8۲۳م‎ for the 
attention of devoted gamers. But the most 
significant impact of the switch to GPRS and 
UMTS for devalopere of wireless games will 


he that new revenue models: will be 


necessitated by always-on network access, 
"AS of now, wa get paid Dy network operators 
in relation to how much air time we generate 
for them," explains Bradshaw. "These games 
generate a whole whack of minutes. When you 
get to GPRS, packet data, always-on, different 
«nds of gaming clearly poo up as possibilities 





that need different kinds of billing modais: It 

will be a combmation of either transactional tess 
per play = so the user might pay 10p ق‎ go - or 
probably rnonthiy subscriptions for the more 
complex stuff which you can dio in and out of 
as Many times as you Mes in order to update the 
game, or whatever Clearly we're going to move 
koman airtime based thing to a transactional 
and/or subscription model.” Brmacombe is 
more explicit about the effect that this wall have 
on the fledgling industry: “At the moment. if 

you are a premium rate carrier and you do find 
gaming content which drives minutes, you are 
identifiably making money from the use of that 
content, which you Then have some-eoonamic 
terest ذا‎ Shanng Dack wilh your content 
authors. That must all ao away in a flat-rate date 
word, where the operator is no longer making 
any scalable return trom ther content, but is 

in fact apportioning out B scarce resource — bit 
tran&rrisson = between content providers. And 
there the entira demographic 's going to reverse, 
so that content authors have to be the primary 
revenue generators and they will have ta pay 
the carriers Dy revenue share or fixed fae Tor 
carriage, That is going to tunm this market on 


ee‏ ےس 



































Further information 


Digital Bridges 
As well as running content channel 
wirelessgarnes.com, Digital Bridges’ 
UNITY server provides network operators, 
portals and content providers with the 
capability to develop and distribute 
wireless content. 


www.digitalbridges.com 
wirelessgames.com 


Friendly Giants 

Friendly Giants develops games with 
massmarket appeal for clients and 
platforms, including Internet and 
WAP-enabled mobile phones, 





nGame 

portal Mviva and AT&T Wireless Services 
to provide content for ther services, like 
Alien Fish Exchange, a fish breeding and 
trading game. 


www.ngame.com/index.html 


Rage Software 


Rage is developing a range of games for 
Orange that will go live in late summer, as 
well as a WAP version of its forthcoming 
Intemet Football Club game. 


www.orange.net 





simply by the always-on, inexpensive 
connect ty via a handset that will offer 8 
deconerable amount of screen estate and an 
intultve interface. IIs another question as to 
whether the rmassTarket approach adopted Ûy 
developers correlates to the expectations of the 
contame, Dut with heahtened compeatitien 
bough about by tnaturing technology. wireless 
gaming قامعا‎ set to offer bain a broad 
spectrum cet genres to suite the wide rape 

consumer tastes, and a gaming expenence‏ أن 
Inat can compete with thal offered by traditional‏ 
devices. As Bradshaw puts it: "We're all jus!‏ 
axperimentjinag with ideas. the take-up of devices‏ 
ngnt at its very early stages, But | think we're‏ کا 
al à great stage o! development whal's going‏ 
to be a fantastic market. |. don't know how‏ 
anyone can be anything but really positivi‏ 
about whats going on."‏ 


M |) We're all just experimenting with ideas, the take-up of 


M 0 | 


007 
۷ j (۷ 


000۳ 
1 I 


uu devices is at an early stage... | dont know how anyone 


00 ۲۷۵۵۲۱6 anything but positive about whats going on” 


and interiace betien bath handest and sèt- 
tap boxes are Very mach at the fore of our 
,1لم‎ aridi digital convergence Is very 
much an angolng part of our strategy.” 
Neverfholess, ۷ 
guaranteed There are, of course, problems 
inharant in such a strategy, whioh are succinctly 
put by Jackson. "Convergence willl be wondertul 
for gamers, but | wonder how anybody's going 
to get any work done.” Brimacormbe raises 
some more serious doubts: “I'm very clear that 
a mobis phone is not a Game Boy Combining 
al of the devices | carry around with me into-a 
single device locks fw a qood call for à geek. 
But thie history of media devices is they remain 
enornnously separate. Sa tha assumption that 
POA and Game Boy and phone will converge 
رع‎ I think. a falaceous one. I'm probably a be 
hereticai on this. but loowing at The market 
tociay, there ara 700 meki plus cellphones 
out there, and seven million Palms, ‘You've 
just Got to keep those numbers in perspective 
Content that works on & phone ie content that 
tecognises Ihat a phone la a communications 
device, and content that fpeuspes on 
communication and socal interacnen ta the 
stuff that fits with tme user basa of That device." 
Therein tes the füturi of wirgless gaming 
IF it :ئا‎ ta succeed, € 000668 
massmarket approach will ba sustained 
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segas new Beginning 


“eto fe aCe wall the ٹا‎ 
Focusing on the network issus Gould result in poor content. 
Including an eCS option in an mesing game or using Ir to make 
VS play possible an a large scale is just not viable. For example, 
| tink that Sega Aaly is = great title. tut | dont think it would be 
more fun just because of کات‎ So. any project should be 
Network based thom the beginning in order to create a truly 

new entertainment, | can't really tel you what will be different 

at this stage. Let's just say thet we are studying the system 

and thinking about new ideas. | am beginning to visualise what 
with a faw projects to illustrate the potential of eCS next year. 


[sip AW OU 


Wivevt A وگ‎ tes! nv FACE gS mus Ae rule de میں را‎ 
شیا‎ ét دہ‎ adits ا ا سس و سو دا‎ d 
console. It کا‎ no good developing games in à particular genre 
simply because it happens to be successful at that port in 
should observe and understand the users. 

Ves iade rot performing well; so the Dreamcast 
ng mors ana mor on me USA, il Sega Rosso design 


possible despite ts cultural content | don’? think the arcade 
market wil cisaopes: Ms not gang very wel, but f s not dend. 
Of course, || peoc continue desciopina games in the seme way 
they always haya. the situation will get worse - we need evolu- 
tion. We are not about to abandon arcades for consoles so we 
will try to continue to give cur titias their universal appeal. 





p T eee ہنی لا‎ 


Seya fcm wil yi male seve ind games | know wi 





ka E ero kag. "mi Tine! DOr محص پا کے‎ 


Art puo رو‎ 2b 
ew ies tlvai Tape mus اساح‎ 16۲۳۶ 

projects. including Star Wars and NASCAR. As Tor other 
piattors, ves will stick to Sega's. Don't forget that we're 

stil 100 per cent owned by Sega Group. 


JI 
way you wani 

We are the smallest AM unit in Sega - we have less than 50 
staff, 20 we are not a big structure. | guess work here will not 
change much. [will still work on games, But there will be more 
business tasks tû accomplish. 


Meet Ico Med irz lone ce Change the 


a hotter imaga: Puma ha Sige ooo ir d was one مہو‎ 


We have four ines. so we have tour tiles running at the moment 

































































sah A, bee: wm Seu ۲و‎ 
کا‎ associated with the colour blue and the idea that ‘i زا‎ cool, 
But someone in the team suggested it would be better to have 





sc Seya Fos وو‎ We had about 100 
iat pat 


MEME og mE ۹ 
ME b wA 

SERE De vence tae tor waji Tit la ود‎ Be 
to do in this field, But | will only launch another title when | have 
‘something really new, Until then we will concentrate an other 
genes Shooting games are now an important part of our 
سان موس ارت ما‎ 


on an anime series} but because of the concept. We hope to 
reveal à playabla version of this in the autumn. 


Ye co REEL 


Thé Tk ona ie t ON NS وت‎ The game has. 





5s stil active. The second e NASCAR Fa many compete na 






الا جب مد Salas‏ ہمہ Cand‏ تک 

simple idea that's good fun. Arcade games had become too 
exclusive, aimed at a few core users, and even | couldn't find a 
game | wanted to play. | wanted a simple concept that anybody 

couiti-enjoy in the arcade, and thats Cosmic Smash, Looking 
ahead, Sega is developing Its arcade network based on optical 
bres It's called CS and | definitely want to develop tities using 
this feature - not adapting exsting tities: but producing original 
Games besad on eCS to introduce new gameplay and new 






کے ورس o0‏ ہد - .2 سد 
E. om‏ 

initially, | doubt we would be able to port the eCS concept ما‎ 
home gaming. It's very hi-tech, and the home entertainment 
level ئا‎ just Ipo limited at present. In the future |! will be possible 
سا‎ link arcade Games and consoles, creating a large online 
community. a virtual gaming zone. But eCS will be exclusive 

to the arcades for a while. 





LJ‏ از 


f 
۲ > 
ا‎ |e | 


آ80 











i 
mu n 


TUM 
HA TOM A 


itii 


0 


| 0 

۷ gu 

۸ th | eT 
mmi Ad i! | 


WEIN ۵ Dn. ۳ 


Hn 


a 
LT] 
يالا‎ 
ا‎ 





P 
PES 


00۳۸ 





=> =.. bite | "TID 
: ! jl " 0 | 
a TEILT TN 
0۷ 

۸2 | | 


20712 


Eil 








10 EVJ- 0009 


Ires nof w'r ۸٥۷ت)‎ h EVIN Sr WRU wlll Quer Worle be Concentra "n on 
i fer pica TIE | ID Without a doubt, the Dreamcast will be the core of 
Oh no! Over Works is simnly the diminution of “Over Guality our developments However, | think other platforms 
Works”. | know It 15 a bit confusing. The basic idea جا‎ “Let's may be included, such as PC or network systems. But 


make tha ultimate quality product, We are based on tha the Dreamcast will be our foundation. The machine has 
former Sott#7 department. Our main achievement on tne more potential than you may think, and | befieye it has 
Saturn was the recent Sakura Taisen senes. [There is a a second chance, At Over Works, we have four lines 


strong probability that Oba-san chose the name Over Works and we expect to release six projects a year. 
as a way to include his own name. In Japanese, ‘over’ is 


pronouncec ‘oba’ | "21-2 nma ۱ وشيم‎ be تعن قرو‎ 
I would like Fhernal Arcadia to perdorm like Final Fantasy i 

at Wi Ire vou working on At least, it would be great tose a million here in Japan 

We have three titles on the way. Sterna! Arcadia کا‎ at beta However, given the market, | will be happy if it reaches 


stage and Sakura Taisen 2 is in its final debug stage, We will 500000 copies, but it should do well overseas, particularly 
try to include a few additions with it, such as a demo disk of in the USA. | think Sakura Taisen 3 will be great. It has so 


Sakura Tien 3. We are quite proud of what we have done many tans and both episodes did very well on Saturn 
on Sakura Taisen 3 = | think we have achieved state-ot-thi- | want the game to be released overseas, but Il hasn't 
art visuals. We are redeploying more and mare staff to been confirmed yet 


Sakura Taisen 3. Sakura Taisen and Eternal Arcadia will be 
the heart of this company, but we will atsó develop any other 
interesting ideas. We have already released a Dreamcast title 
called GuruGuru Onsen, which is a network party game. This 
aspect will be the second great strength of our company, as 
we want to develop and grow. a true "Web community’ 


GuruGuru Onsen was a great experience. There has Deen و‎ 
greater interest among users fnr the online feature than we 
expected, and the price was very &trsctive at ۷00 4 month. 
When people try an online experience. they are tempted 

to go back again and E can become simost ها‎ habit. On 
average, uses were playing for around theres fours esc 
lime. So there i$ a rue ket. Bt until now, the ماص‎ aspect or 
a game has been optianal. There was the game and then the 
network play as a bons. | think i 5 Time to ahy design 
games for onine use. | am starting to see how if كذ‎ possible, 
but | will need tris year before the iens become reality. 


Lk LAL. {Ol (irae mo الموج‎ 0 Lancs 
That i$ our main problem, and | think we will face It tor Some 
time. | think the network issue is one answer. The mobile 
phone is generally presented as the competitor to 
videogames, but | don't believe that the Internet is the 
reason. If people: want to invest so much money m mobile 
phones it is Because it creates a community, it allows: 
communication. | think this کا‎ the field to work in. Developing 
wel-adapted games and contents to create this "Web 
community! — which کا‎ my key phrase — around Dreamcast 
would boost the platform greatly. | want to work on it. 





‘on PG, out the Dreamcast 
Jation. Tne machine has 
than you may think, and | 
second chance” 
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essential. | woule say trist, 
independents, ws Nays yrs 


to decide what leva] vî risk te 


ma oY 
zu 
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pell 


finish a project properly and test aur ideas at every step 
of development belors releasing a title onto the market 


Waal © © mre وو‎ 


= a s 
"Lers8B > و رق‎ | oe 


No. We have one line based in the USA, and it کا‎ taking 


charge of this market by designing titles exclusively for 

it. The team is. coming up with lots of ideas. As we have 

a popular arcade baseball series here in Japan, the team 
thought It would be great to make an American counterpart 
based on the Major League. 1 thought this was a great idea, 
continue to make games as 501181 did before, 


uie نم ہا‎ rum emer CATR ie 
ee ee ik) ip ty? 
Theoret EM مع‎ 





EE We‏ و ص ul Ge ec‏ و 
are working on four TY programmes and want to continue‏ 
the collaboration, since we are learning a lot through it.‏ 

We are reaching a huge number of people via television, 
too, The collaboration is based on the manga Ash 


Megarnisama and we had the direct help of its creator. This 


collaboration has opened the doors to i-Mode for us. 


rl An Ri rH 
Good games! During the 'bubbie age’ in videogames, any 
title could clock up reasonable sales. But now we have to 
come up with new ideas. and networking ts certainly ona ot 
them, | believe it wit play an important role in tha coming 


f Tl "WETW 7 





cess in this pericu ود‎ - Ue NEU Ey any viable ideas. 


Let's make different uses of the network: communication, VS 
play, the mix of both, etc - | have a few projects in mind, 


 Peopie will be able to experience network play adapted to 


tneir profite. Arcade or console. | don't see a big difference. 
Videogames are technically about looking at 4 screen! the 
network ih then about gathering people in a virtual space 
via hardware and a screen, The difference lies in where 
you are playing. 


COS ECOLE HL, 
For the time being, we are only working on Naomi and 
the Dreamcast, However, wa warit to port our most 
successful titles to the PC. We will reinforce our 


TITEL LUTTE PULTE | 


TEL T iar t om و وظ ہےر‎ 

| have to admit that if will We have to take care of our own 
finances, so we must be careful in onder to be nrofitapie. | 
wouid prefer not to have te think about i, but we have to 
run 8 business. When you invest in a project, you expect a 
result, but there comes a point where you have to overlock 
the financial aspect to let the creativity continue. It is a 
balance | have to manage caretully now. But we have to ' 
innovate, because it is essential. | would say that, thanks 
to our independence, we have greater freedom to decide 
what we develop and the level of risk to take. However, 

as wa are a 100 per cent subsidiary of Sega, we get our 
finances from It and it has à say In the decision of whether 
or not to develop a project. | 
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| wanted a short name that is easy to learn and easy to 

in Japanese. | also wanted the name to work woridwide so 
it had to be present in the English dictionary, We came up 
with Wow, which actually sticks perfectly to our image. 


LY ow mA اس العم ا بے .ےت يجن‎ 
Until now, we specialised in arcade tities but with a foot in 
the consumer. market via ports. As it is not satistying us, we 
are going 50/50 arca e and console, with games designed 
from fhe beginning for their target market, That way we will 
introduce as much nriqamality as possible in both fields. We 
will keap our most popular series, like fishing titles and The 
arcade titles to the console, when possible, by adding 
content, network features and more novelties to really adapt 
them for the console. Console users expect more from a 
gamë than in an arcade. 





ara vtl ceu‏ ريه 1١‏ | آی ج 

| say: "Let's do whatever is good." | mean, entertainment ذا‎ 
tha knowhow; and the resnurcas to touch any kind of 
entertainment. For exampie. we can design Web or -Moda 
content. We are already designing content for Kodansha and 
NTV on Docomo Intemet colour mobile phones. 

Moreover, Saft 1 used to take charge of technical 
aspects of the Naomi development. We programmed most 
of the araphics library. Now everybody is independent we 
are losing part of the structure we benefited trom before, but 
| intend to maintain the way we worked. For example, we will 
develop Naomi's network library and continue to share our 


o5 o TENE 
console markets. We have 12 to 13 praduction fines. | know. 
it is à lot, but we are used to developing many different kinds 
of games, from puzzie and quiz tities to big cabinet games. 
رات‎ EE. وا‎ Wortd 
Gram 2000 has also been fished despite tha sapite the split in the 
federations now, the old and the new pne. We managed to 
federations: For the Dreamcast, we ars SoG ous dine 
Fishing, the sequel to Get Bassi. It will have more content, 
network compatibility, anc the game should be nileaser for 
the autumn. And there are also three titles in preparation for 
the coming JAMMA show, but | can't tell you too much 
about them just yet. 





ER 
used to share resources on several developments, but now 
too. When we were AM? or 51181. we had to stick to 
planning and didn't always have the proper time. the proper 
resources. We often thought that a title would have been 
much better if we had changed one aspect or had more time 
to finalise a feature: Now we can take the necessary time to 
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“| think Sega 15 
jacking that sertein 
something. | used 
to buy and play Jots 
of Nintendo anc 
PlayStation gara, 
but now | can’t find 
one good title" 
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That was a great experience, but | don't know. Consumers are 
my main market, but Î would like to reserve one af Sonic Teams 
Tour fines for an arcade title, l'm planning to release a new 
version of Samba de Amigo in the autumn but, as with the 
original. | am having lats of problems licensing the soundtracks. 
atthough the game itself is finished. This new Samba de Amigo 
won't need to change the cabinet. [ve included many novelties 
كد‎ nive moves. Actually. it is very funny! It'll be at JAMMA 
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ے ررے ریس pot Ine aee‏ اہ ساتے بب dum‏ 

As?‏ ہم نة 

On yes, fm very Satisfied. The arcade version was a complete 
و ساسے۔‎ EE Tu CN MITTIT tf ae Lan 
need à special chipset for he motion seniore end lt is. quite 
hard to manufacture ther, Still, it is the first time a videogame 
company has made such a move for the home market. 


oe hea ee‏ و رر الا" 

Pil || ریت شور پکوت بد چو‎ mm ںہ‎ Dual ir کا‎ 
Yes, it i5 a very rich experience, but it takes so much time - 
network feature is so difficult. When | hear that Dahio 7 took two 
years of development | quite understand. Lots of changes are 
happening during development, so the project خا‎ neverending. 
But. as the Sonic Team is now a company, we have to limit 
delays. 5o | have to manage both aspects: deadines and 
Protection of the content. Plus there is the probem of the 
servers. The Internet is basically for governmental and 
MEN ee ee) Ono وح سد ف‎ 


gaming to reach 3 wider public | kept this in mind when 
Gevetoping Phantasy Star (nine as the game is scheduled for a 
worldwide meiaase. On that topic. | wouid like to add that | have 
Ahaya designed worldwide games. | will continue in this way 
and the Internet کا‎ proving very interesting as it will allow players 
from around the world to enjoy the same experience together. | 
also intend to take the Asian market more in to consideration. 


nis کی تر ہے‎ keg lr”! + = dpe -- 
Personally, I'm very interested in network play, but it is still very 
difficult to implement. Present network gaming is at an early 
stage. | guess it will have a major role in the future and playing 
Online will became a standard genre. On consoles, for the moment 
| see the network as a simple continuation of what has been 
done on POs. Final Fantasy X and XJ are not the killer applications 
are, however, a good frst step in helping network gaming to grow. 

| believe network gaming has many virtues. Humans need to 
communicate and networking allows that on a large scale. When 
Capcom made Street Fighter, nobody had thought about the 
possiblity of two payers sharing the same experience. yet now it 
کا‎ so common. So. | Think network play will develop in the com- 
ing years and | would like to be the one who develops the Street 
Fighter أن‎ tha online age. There are hundreds of developers on 
this Earth who are doing the same. but | really dream of being 
the one. in this context, Phantasy Star Online has to be sean as 
the very first step, There are many people who have not yet 
experienced any online entertainment on: a PC and Î would like 
them to start vía a console and Phantasy Star Online. 


ITE OFS “r AN oe. 1T‏ سان 


When we released Sonic in 1981, Sonic Team appeared as و‎ 
team name. It was with NASHTS that the name became a mue 
brand. When we had to come up with a name for our company, 
since it is famous and refiects our main achievements so far 





phy company is the best place to develop this technology. 

Î would like to limit sequels. | think that Sonic Team has 
always tried to innovate as much as possible to find new ways 
for games. | believe it is important not to become trapped in a 
conservative and defensive logic Î want to keep my heart open 


to new ideas and keep my company as innovative as it has been. 


NE fan LC renoncer m pum su, 
Iti 100 soon to te, buti don't think Sonic Team has changed 





develop something to provide Sega with Yat in lement that 
will make the console successful. | think it s vital for Saga. 

| realty think the Dreamcast is a great system, but the most 
important aspect of a console is certainly the games. | believe 
games on tne Dreamcast are far more interesting than on PS2, 
for instance, but PS2 had a great start. کا‎ the success of a 
console simply a matter of polygon numbers or marketing skill? 
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“| would like arcade 
and console games 
to be developed! 
separately. Tna 
projects should oe MUSE 
designad frorn tna " / 0 mm 
beginning according hin 

to their target marcet” 
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simply because (t is difficult to make a satisfying conversion. 
a console game they are t00 limited, | don't want that. 


0ٹ یھ یھ0(]٭ھ 
At Sega we hear so much about network play, but | haven't met‏ 
anyone who really understands it or who can predict the Intemet‏ 
Sega's problem. Many developers stili‏ کا wave. | don't believe it‏ 
think they have time before natworking is a reality, but they are‏ 
already out of data. Anyway: when you work it 5 important to‏ 


understand your tools. If you don't, how can you expect to make 


a good quality product? How can you expect to learn while 
working? It ss just unrealistic, | don't think Sega is late, but it is 
Internet structures, for example with ISAO, but it is important to 
have the services first Sega's network strategy is right, but 
without services it is useless, So ISAO should think about what 
kind of services it کا‎ essential to provide to users. | would call it 
things — it can be phones, etc = so let's focus on the 

shouidnt expect any results without the services. fm thang of 
à game for the Network Entertainment Service — it is a long time 
Since | have developed a console titie, but | would like to use it 
to get experience in the online lisid. 
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Betis be gaat l'm teaming how to work on the Dreamcast 
-and must say thal the console is weil designed, leaving aside 
any consideration of polygon numbers. Se even though | am 
“only planning to work on arcade titles for the moment, | would 
ke to develop Drearncast games. in the near future, as well as 
he network project Tm thinking ol- 


What? No. no, it is a simple demo | programmed for all of you. 
| thought you would be bored with all the old tities on video, | 
made-this demo just for you. It would be fun if if became a game. 


Ure 


During my years at AM2 and AMA | have designed different 
kinds of games | have touched all the maior genres. so | think 
| have a good expenence in Ihe games industry. Pius, | have 
marketing; But since Amusement Vision has to survive, it wan't 
always be possible to follow our creativity. My dream would be 
to initiate or create a new kind of game, to open a new way. 


| don't have a particular gente in mind and it wouid be dificult 
to name one title, | think it i$ because I really ike the tities | have 
made of am making ع‎ it is my man motivation. Of course there 
are aspects of my créations | don't like, but the positive aspects 
is the way | have chosen. So | think l'm very happy with my life. 
But if ۱ can't name a particular genre | like, at least | can tel you 
that I’m not tond of RPGs: 
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RE ATE Dn ا‎ 
Sega because | loved the company and its image: But then | 
was told that Sega Group would appear on our business cards 
and documents anyway. Plus, can you imagine how long the 
name would be? | always thought Sega Enterprises was too 
long. ‘Amusement’ is the core markat of my company and 
"vision" is a terrî | have foved siice university, as it suits our 
Creative spirits perfentiy. Vision is vital for creation. Of course, | 
asked my employees for ideas, but | could not forget the word 
in Japan], but in the near future adult videos will be streamed so 
there wil be no more use for videos. At that point my only rival 
they will be referring to Amusement Video! 
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Our first title was Virtua Striker 2 ۲2000 and for the moment the 
company is focused on arcade games. | will reveal a new title for 
the JAMMA show. | don't want to change our nature as a game 
maker, so | don't want to go into other markets. But | would like 
“to use all the technologies available to introduce new ways 10 
play. For example, CSK possesses lats of interesting technology. 
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“TOMY matieu vti yt Semen for? 

Of course, as we are 100 per cent owned by Sega, we are 
developing for Sega's hardware But | would like to develop 
partnerships with others companies: If we find something 
interesting. we will go in that direction and tak with other 
companies as necessary. We will buy engines if they ane needed 
for some of our projects. Basically. we would only collaborate 
with other game companies. 2s if is aur only market. But Laon 
want to make titles on tne model of لوه علط حاط‎ VS دادحلا‎ 
blah. Any collaboration would be biased on 8 commen 
development of an ongai tie using me parcus sks of each 
Side. | think the Orearncast wil be perfect for that sort of poent 
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Basically | would ke arcade and console develapments 
to be sepanited The projects should be designed from the 
beginning according to ther target market. | have no plans. 
for eCS yet. There are projects emerging inside Amusement 
Vision, but they are pot viable yet 
AMY YA (et tio Coe ud eee ata aoe 


is | 1 4 
| have a few titles in mind, tl not all arcade titles can be 
converted to console | don't really like porting arcade titles to 
console 一 not because | don't like the consumer market, buf 
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quite well, as | have produced several racing games, but 
thare you reach mainly male users - and in some countries 
chidren aren't even allowed into arcades. | have many ideas 
many concepts To share. with people, so. for thie coming 
years, | will be Geveloping for consoles. But!'m not the only 
person in UGA, and I is important to take into consideration 
everybody s ideas and aspirations. lf is a Kind of human 
chemistry and it i$ important to manage it. Projects will 


emerge as a result of ths chemistry 


| would say there should be fewer barriers. To entertain a 
large numer of people, you need a Certain power, charisma 
Working hard for a few months is not sufficient, as the 
process takes a lang fime. Iris a long, drawn-out job to 
create a culture, n image, and It is still essential for Sega, 
even though all the teams are separate and operate 
independently. | would say that what Saga is doing best is 
carrying on. Sega can continue for a long time as a console 
maker and às a game maker, but | would like Sega to think 
again about the foundation of its consumer busimess. 


| have a view on the next five years — I'm very exaited and | 
even have difficulty sleeping. However, Pm not thinking of 
entering the network business yet. | know it is the network 
boom in Japan and nobody talks about anything eise but. in 
my viesv, Ths something you have fo think about carefully 
Defore making a move. | will wait until | have a solid project 
but | really want to work on network tities. l'm.not sure that 
network gaming will take piace on consoles when it matures 
- it's possibie that a new kind of hardware or platfarm will 


appear in five years. Changing people's habits 


| don't have any genre in mind. | don't even differentiate 
between an adventure game and an RPG. I'm much more 
interested in fut ar feelings and particularly in how to put 
them into a game. With Space Channel 5, people wanted to 
put ۱ا‎ in a category and | had to agree with every suggestion: 
action, musical, dance. It was a problem far me as the game 
had no particular genre to fit intp. So for:our new titles, | will 
et users decide themselves. | would rather develop taste 
and feelings through my games as | did with Sega Rally 

It ا٤‎ One of the foundations of UGA, developina 

cuttrnig-edae or papular stufi 


g mutter of fact, it already happening. Among the‏ فم 
peome working at UGA, ther are several people who‏ 60 
dont come !rom the games industry. They are specialists‏ 
it vanus fielde- visual, dance, DJ. sound etc: They are‏ 
integral tg numerous stages of the game develonment‏ 
and they usually heip me design the game concept‏ 

I$ a way of working | want to continue at UGA 


| have had this name in mind for a long time and it is a 
concept | have been wanting to put in to practios, When 

! was given tne opportunity of having my cwn company 
within the Sega Group, | decided to take my concept as 

my company name. Each member of UGA is a creator, à 
videogame artist. Our goal won't be, for example, to develop 
lor a particular markat like Japan. America or Europe. No 
our ‘market’ is the human being. So our orientation will be 
universal - | want to make games for a worldwide audience 


As a game producer, 'm much more focused on the creative 
aspect than on the administrative and business sides. Today, 
I'm in 8 suit, but normally I'm in Tar more relaxed clothes 
Since taking on the company build-up. | have been really 
busy. In fact, | have expenenced a lot of stress. But we 

have started at last. And from now on, if we manage to 
Maka great thes. my stress will disappear. 

Anyway, we have two projects at present; one is still at a 
very early stage. I'm nen/ous, as |'m watching tham take 
shape lm aiming for a 2001 release for tha more advanced 
one. | want to mtreduce an original concept, very different 
fom Space Channel 5, And... and .. okay. let's talk about 
inis game in detail. No? [His assistant ts telling him not to 
Say mong. AI nghi... | would like to talk about this game 
sc muc 2o! have nothing in say? [Looks at his assistant ] 


]و 
Wet Specs Channel 5. we had a precious experience. The‏ 
leu that worked on it — around 25 people — i5 now much‏ 
more consent. ff i$ like passing from Sene B to Serie A‏ 
pn the Kan football league! and competing for the‏ 
ctuempeonshm There 5 another taam | would quality as‏ 
Deng Sene B class. 1 would like to spend a lot of‏ 320 
Soy Creates E real UGA culture inside the company‏ 
end then focus on other matters next year, based on‏ 








ims Creative environment. 
“| compare what happens insida Sena 
ith the movie industr 7 äri F. oll aaa él 
years ago. The media, the production: 


and the distribution Were می ےہ‎ 


As UGA is 100 per cent owned by Sega Group. we will 
work at taking Seas to the ton: | compare wha! happened 
inside Sega with the movie industry in Hollywood years 
ago, The media, the production, and the distribution were 
separated. | think if ic the same in Saga Group. I'm quite 
excited Dy that. and | believe f wes a good move by our 
chairman and CEO. Mr Ukawa, even though it is not easy 
since Ine business sues have to be considered. We have 
ta survive and create at the same time. | can’ tell you how 
long it will take, but. as a producer as a games studio 
| want. to be the number nne in the world 


What is great about the consumer market is that you can 
reach a huge number of people. | know the arcade market 
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After a couple of years, maybe three, we will be able to evaluate 
our profitability and then invest in building our own game server 
want to get involved in IPO services. | 


Ll UE سا‎ ٦ 

| think we have to develop "Sega-looking' games. | don't think 

already noticed. Of course, as a separate company it is vital to ١ 
make Smilebit gamas. but we mustn't forget to include the Sega 


favour in each of our titer. Uer im s NE: 


As تھا‎ as the Dreamcast is concerned. ray do no fesi 
the problem is the hardware. That would be too si npie; too 
naive. As the first next-generation console to be ¢ e: xi 
not surprising that it has lower polygon performa 
hri is chee is nore لباه‎ RE + كك‎ E Pos E em. 
Also, we have to exploit several key features of the console, 









Such as the memory, the graphic chipset and the CPU. There 


is still a jot to do. | really think the Dreamcast is a well-balanced 
machine. | know that thane are projects which would be 
npossit to implement on the Dreamcast, but at Smilebit we 
are working hare to get the most out of the consoles power. 





ro YEG Manh MERUI Meier, gaming?‏ مانا 
remember during the 2D age. it was dificult to make games as-‏ | 
varchware limits were soon reached — but we managed to‏ 





ا 


make a few great titles: Now Itis much easier because of the 
AA 


RE 
batter, though. Three years ago, for example: ISDN was still out 
of reach أن‎ most people and only core users were anjaying 


digital, high-speed Internet. Now itis common. 


My vision of network play is a game that doesn't give the 
impression of being a network game. | mean, users won't have 
searching for a frend on the network. Everything has ta be: 
immediate, ready to use. 

need some time, since the infmatructun is not yet perfect and 
ti corms amete maaike لود حزن‎ SA ecc 














means you have to lit your project, find tricks to prevent the 
gare trom slowing down. In other words. you are sea for 





what everybody هذ‎ calling network gaming. We need the 
technology to be good. and cheap enough to make it viable. 
As a business, network Gaming is very hard to measure. |! 
you seli 50.000 copies of a game, you cannot predict how many 
yu would have soki I V wés network ie, Wa Gt oriy meh 
cráne tities in such a Way tha! people will accept pary-io-play. 
| hope that in the folowing years. the network business will 
represent around 30 per cent of our profits. 
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We have to help Sega grow, as it is part of our surviva 
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Sys EL‏ ا یں رگ 

۱ My goal is to make games people will enjoy, if possible, as a 
i i Th | 1 | i family, CEE امم‎ wii aur iles. | aso 
alil اف‎ PN want these people to enjoy playing online with other players thay 
imi ظا سے‎ don't know. For all these reasons. | wanted to include the word 
He 14 Mp] | ‘sme’, However, smile كا‎ not serious enough on its awn. so | 
decided to include a digital image by adding the word "bit 


| is problem is tne DC 
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۷۷ Smilebit is mainly based on the former Sega PC, which 

| M ۷۷۱ 00 represents about a third of the staff. We have six lines and 
000٦ Da even though there are 105 of us, it is still not enough. We have 
regrouped some very successful series with all Sega's club 
Minden Me posce ce و رو‎ 









sate ig RR ren ظا اعد‎ 
شر‎ shes Then I. was n charge o مس‎ e 
title to support Sega's network strategy. As a result, we have a 
Net feCS}. It's called Hundred Swords. And we have a second 
project in progress, quite original and also network based 


ge 和 

It 5ا‎ a 3D realtime simulation game. like TA Kingdoms, It has 
been designed from the beginning as a true network game 
Dreamcast and arcade [Netê] versions will be a iittie different. 
On a console, users will play longer, so a Story mode is included 
with 30 scenarios. in the arcade. time will be limited (for example 
30 minutes or one hour) and there will be three scenarios. The 
chat system will be ت‎ ite different between the two versions, and 
Hundred Swords will benefit from higher texture quality using the 
large amount Of memory available Gn Netê. There are four 
kingdoms with different ways of evolution. They fight each other 








er i) ہے‎ O. 
As part of Sega Group, cur aim is to boost Sega in the games 
industry. Somatimes Sega will ask us to take on particular 
007 projects. as was the case with Hundred Swords But to be able 
dim | ta respond ta any needs from Sega Group or from the marit, 
0۷0۵8 0 you have to be able to work ast, So | will allocate some of 
NNN vi my resources to research and develop new technologies 
0۷۸۷۸ 0 | That might be a line which is not busy or a separate team. 
Vi MM My approach is simple and may differ from others. Even i 
| Ili | ne "^ | pi yon Teva اہی‎ pergo you cannot do 8 unless you have 
۸۷۸۷۷۳ I'm also developing a PC line since we have experience on 
0۷ tne platform. Projects wil be developed smuianeoush for the 
meast and PC. Simulation games may be our main genre. 
But, or course, چون ضا اعد‎ mex وُر حو‎ ino. 
کاخ و در سی کے نا سی سے اط‎ 
objective will be to be profitable on March 31 next year. 
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a lot to ba done, and | have a lot of ideas.‏ کا 


Whit dons network gaming mean to you? 

For me it is simple: networks are a communication tool, no 
more and no less, Okay, they can be used to support online 
play so numerous people can compete with each other. Bul 
for me, it is the greatest tool for people to communicate. | 
would really llke ta develop various solutions as networks will 
be a great market, more for thelr communication potential 
than for gaming. People are Investing a lot of money in 
mobile phones, primarily because they want to communicate i 
with each other. In this respect, there is much to do and the 
outlook is promising. 


What does Sega need most rit now? 

| think Sega is moving in a very closed environment. 
Teams are working together and nothing new is coming 
from outside while the whole industry ls changing -as is 
thé market, | think it will be a problem soon. Roammania 
8203 was an indication of that for ma; in many aspects, 
this game i$ an incarnation of Sega's problems. 


WTsAT 1 5 ore you Lacing, yhtn Meat you ۷ 


‘We have a very, very young staff with an average age of 20 


we decided to be à company we faced many aspects wa 
had never touched or thought of bafors, The biggest 
protien کا‎ certainty the business pan. We had to forget our 
8015116 natures. in order to be PA or business representatives 
to deal with) our parent company and others 





What are your goats. as 9 company’? 
If people said we had developed a great title or service, 
we would be very happy. of course, but more Important 
to us is to have done our best. We want to be proud of our 
creations. We have a lof to learn. but even at our level we 
are seeking the very best Quality and cutting edge or 
innovative products. If we can achieve complete satisfaction: 
for the users and oursetves, | will be the happiest man in 
his industry 

We have very skilled staff in the company, as they have 
worked on major projects. We really know how to exploit 
hardware in order to deliver the maximum capacity So | 
think we are able to adapt thess skills to programming. That 
will ba very heiphil Tor our future game prosects. 






























































Most of us come from the former Sega music studio — there 
is a blg sound studio inside Sega HQ. We used to provide 
50 | though! it was important to keep a trace of our origin, 
of our very foundation. However, | didn't want to restrict our 
image to sound. We want to be more than simply a sound 
studio as we were before. We will make our own products 
and develop our own image and culture. So | decided not 
to include a word like ‘sound’ in the company name in 
order to give us a wider field of activity, 


202۱715٥ in a very closed 


| used to play on the Famicom and PC Engine and didn’t 
know much about Sega. | attended a corporate meeting at 
Becided to join as a developer. The first project | worked مه‎ 
was Sonic The Hedgehog, and | have been abis to use my 
sound abilities from the start. t has been a great experience. 
— never thought sound would be my profession, although | 
bada band at university It is great to do what you lke. 





What i5 pour toeeoopment strategy going to be? 

We Used to specialise in sound, so producing games is quite 
new for ma; We will continue to write soundtracks for other 
teams when they ask us. But | think that eventually each 
new company will have its own sound department, so 

their development will be unified. Others may seek 

and smaller. In order to survive, we Nave to develop 
games - or al least services. 

We will work with the entire Sega group and maybe 
sound tools and library. We will still provide sound support, 
which | guess will represent about 80 per cent of our 
for exampie DJ album production ar movie soundtracks, etc. 
best = sound - but at the same time we will learn, find new 
Opportunities and think about game projects. 




















Not really. but we will certainly help or work in collaboration 
with other members of Sega Group on their game 
developmants. That will give us more knowledge about 
development. But I'm thinking of entering the firs! wave of 
entertainment development for Docomo's next revolution 
in mobile phones: W-CDmaone. We will use this cutting- 
edge technology to program innovative services. | think 
this will be big business next year. 

I'm aiso starting Roommania 2. | want to include network 
ability in this sequel, but how that will take Shape, | cannot 
tell you yet. I'm studying several ways. | would really jike to 
develop the sound feature in DVD. This format is booming in 
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On the development side, technology is not enough. — 
Previously. Sega sold games based on its advanced arcade 
technology. Nowadays it is no use. The Dreamcast has 


beautiful graphics, but so does the PS2, and so do ali the 


next-generation machines. There is no advantage any more. 
We need new concepts 

TEL WEP hive انان زان‎ dali سی سويت‎ n 

| think there are many tities — Sega's included - where you 

have to show courage: if you don't show a lithe bravery, you 

cannot finish tha gama: This idea is not Suitable to network ۱ 
gaming for a wide audience. In Japan, the sor of peopie 

who will play network games is quite limited — students ar 


salarymen. They will only play for a few minutes each day 


alter school or work and just before going to bed: That 
means you have to minimise the time spent accessing the 


game and you have to allow users to enjoy short play. My 


idea ls to lel people play their way. If you want to-enter-a 
around and taik to other users, okay, no problem. Gaming 


of network gaming 

Many people are developing online tities, but I'm sure 
that users will play only two or three tities a yaar since such 
games require more time, or are infinite like VO. We are 
targeting young adults and older for network play. Pius, 
we are thünking about 4 tes of VBDO to Y1,000 a morth, Not 
MB people can pay such a fee every month. So our Target 
market will certaiiy be krrited ما‎ students and salarymen 


“volt your devafognent strategy going 7 
Have you noticed that we have hardly any seguets in our 
Wiss? Sequels would be a good move from 2 business 
pempective as nearly 70 per cent of the previous users 
would play the sequel, But we nave a strong feeling within 
Hit Maker. we really want to make something new and 
innavalive each fime. Thats why so few sequels exist. 

Everybody is making reahstic-iooking games, for 
nstance At Hit Maker we nad a different point of view, and 
decided to make something not realistic at all = Crazy Taxi. In 
fact, that is [ar mare difficult than reproducing an existing 
car. That's an Illustration af our philosophy. Itis also.a proof 
at high levels of technology and skill. tf you faithfully copy a 
real alernent, you only have to reproduce it using physics 
and an exact 3D model. In the case of something as original 
as Cruzy Taxi or even Jet Set Radio, you have to start from 
scratch and add originality to a real-Iooking environment 
| think that is far more challenging, 

Plus, we are very careful with our titles tc set the ieve! 
ot fun. You know that witn a little change. s came can be a 
disaster or à big hit. For exampie. in Crazy Taxi we added 
the drift a couple of weeks baine its announcement as we 





difficult thing to sat. It is much easier with a realistic iilis, 
as you stick te physical models 


More types of entertainment ane emerging in our everyday 
Wa. For Instance. in my office | have three pinball-type 
games. Yu Suzuki has wine and audiovisual stuff. | prefer 
analogue games rat are simple and funny. | don't believe it 
وا‎ more fun to play & console or arcade game. When you 
consider arcades. Ihe environment is quite sinister. We 
shouid Improve the Image of videogames. 


Fr, = r í ال‎ 9 las TEP 








long action story then go for It. But if you just want to walk 


on demand: network content provider = these are my visions 


found tha game too suber and notecough fun. ک۲(‎ quite a 





A ATA a 0/7۸6 ا‎ ee 

| Ihought i1 was the perfect transtation of our image. But that 
ذا‎ all 一 there are other reasons i haven revealed 1p my 
staff, Look al the logo and you may notice something similar 
to the 59" symbol Efouahbt i would be good to include this 
idea, as 1 will Décome more and more important. And if that 
adds ¥1,000 to our stock value, why not?! [He's kidding | 
When | proposed tnis name to my employees, there wes 
much opposition Younger people wanted to include words 
like ‘digital’ or ‘universal’ My concent is to sell content, 
solid Gameplay. | think this name sults these ideas 


Antd ار‎ aa ie) ee A wii رر اک‎ 

in three words: network content provider This direction 
represents 50 per cert of our prionty. The only way to face 
PS2 is with network gaming. sa |'m preparing à project 
called ‘Project X'. We will have our own servers and It will be 
4 massive network game in which up te: 100,000 people can 
play. | think | can gather BO per cent of these 100,000 players 


oe ghee LN rr qun tn Hm 
Well, as | sat. | want tc prepare rhe aipha version of 
Project X. then & ptasyable version n February, and 
launch the كمع كر‎ for cherry blossom times 

I'm defindesy a fan of Ema Orne | playec fora year 
and a nat. Î shi have-an account but haven't played for sm 
months. | don't went fo case my character ft has been a 
great expenence | baye watched how Origin managed to 
renew the game continuously to keep users in LO. | want 
this title to be our first truly original DC title. | will, however, 
take into account the level of the infrastructure in Japan 
and make a the easy to play, 

| would also like to launch a new series based on the 
Crazy’ label to follow Crazy Taxi - maybe Crazy Shopper 
Crazy Pacerbay. stc. And | want to: develop Virtua Tennis. into 
a senes maybe in fe کھت‎ So I'm thinking of sequels. 
The overseas version of Virtue Tennis is not network 
compatibie, but the Japanese version is. Since Virtual On 
we have certain expenence in this field. | think Virtua Tennis 
might become a great network ritis. The only problem is 
kriwing he moth we can push this Titie on the DC here 
| hope that f will be able to gain a Mile ground on the 2 


com CDD‏ ہے 
would say money and marketing stai. |) you consider‏ | 


‘Dreamcast filles, | really think they am greal, Don't you think 
$0? There was Itis great PS2 wave but now Ir is over = so 
tew people play on it So how did SCE} manage to make the 
system sell so well in the first piace? Suraly it ls مم‎ example 
of Sony's power in the marketing and communication MOINS: 
We had the feeling that we had to buy a PS2 For the 
Dreamcast, | have to admit that the marketing has been 
quite poor even if the Yukawa campaign was correct. So, if 


U Araire o کے‎ 


we cannot convince people to buy a Dreamcast even witha 
qood quality line-up, the only way left is the network feature 
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Power without control 
The key role of the controller in videogames 


irelli ran an ad campaign featuring Carl Lewis - once the 

world's fastest man - wearing stilettos. The ‘power is 
nothing without control’ tagline naturally appliad to more 
than tyres, and videogames are no exception. 

Consider the number of times you've experienced a game 
whose potential was stifled by an inadequate control system 
or obtrusive joypad design. Too often, developers appear 
unwilling to devote enough time to the quest for the most 
appropriate control system. And yet, get it wrong and you 
may as well have not bothered with the months spent 
working out routines for cramming all those polygons on 
to the screen. Does it matter that all that data is refreshed 
every 1/60th of a second if you can't control your polygonal 
alter ego? You could have the world's most impressive 
visuals, but as soon as the game becomes unplayable 
you're left with nothing more than an indication of your 
plastic box's triangle-pushing potential, not a game. 

Nintendo seems to understand this better than most. 
Having always led the field when R comes to joypad design, 
it's inevitably aped by competitors, Sure, other hardware 
engineers put an awful lot of effort into designing controllers, 
but you can't help but feel that they concentrate more on 
making the controller as ergonomic as possible, whereas 
Nintendo always gives the impression that a lot af thought 
about gameplay implications has also gone into what must 
be a headache-inducing process. As a result. its developers 
can work at making the joypad as ‘invisible’ as possible for 
the likes of Mario 64 (below), Wave Race 64 or 1080". 

Would you ever find the buttons on a Nintendo pad sitting 
too high for the classic button-bashing approach required by 
Track & Field-type titles? Not likely, But can you say the same 
of the Dreamcast controller when attempting to play this 
month's Virtua Athlete 2K (p39)? Sadiy not 

Of course, some developers are keenly aware of how 
joypad design may restrict the gameplay of their product 
Witness how Argonaut thoughtfully included PlayStation 
mouse support for Alien Hesurrection when it realised the 
game suffered from Dual Shock-only control. Unfortunately, 
many other developers would have been content to leave 
gamers to struggle with the latter option alone. 

Maybe Mario should embark on his own ad campaign, 
encouraging developers to better harness the power at | 
their disposal. Let's hope the stilettos fit. 
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Videogames onthe NN 


Titles slowing productivity this month 
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F355 Challenge 
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Price: ۷5,800 (£36) Release; Out now (Japan) October (UK) 
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Possibly the best-looking racer to date, F355 offers inspired renditions of Monza, Motegi, Sugo, Suzuka 
(short/international layouts), Long Beach, Atlanta, Laguna Seca, Nürburgring, Kuala Lumpur and Fiorano 


the extra tracks would have been an 
excellent addition, and it surely wouldn't have 
been much of a headache to implement 

But the main 178 
Structure, It isn't the lack of damage, either 
(though it would have benefited the game 
tremendously), or the way cars bounce 
unrealistically and disappointingly off each 
other whenever mid-race collisions occur (or 
the fact CPU drivers invariably seem to come 
out better from such automotive arguments). 
Or even that, while decent. the Al never foots 
v into regarding the opposition as human 
- its certainty far less convincing a case than 

TOCA Word Touring Cars, for instance 

No, the problem is wild understeer. By 

losing the force-feedback of the arcade 


you'll beat that sixth-placed 


Maybe then D 
man to the first comer. Away from your 
Dreamcast you'll contemplate new lines 
later braking points, different strategies of 
dealing with the opposition, relishing the 
moment you're next behind the wheel of 
your digital F355 again 

Despite this, the game could be better 
balanced. Being forced to start from the 
back of tne grid is particularly harsh when 
everyone کا‎ racing the same car, and can 
become demoralisind — 
to work that Iie harder than everyone eise 
That's fine for the Arcade mode, but why 
wasn't a qualifying or random grid positioning 


u always have 


system included for ihe Championship 


game? Also, a championship including 


Format Dreamcast Publisher: Sega Developer: In-house 


M: ost people will initially find F355 
Challenge dull and insanely difficult 


But after 30 minutes it becomes clear that 
tis no narcolepsy cure, nor is 1t impossible 
to play. It's true, though, that getting to 
grips with 380bhp of pseudo-authentically 
simulated Italian engineering on 11 (six from 
the arcade and five a DC-only bonus) of the 
world's most technical circuits takes a litte 
longer than it It does in most racing games, 

While a collection af electronic assists 
are immediately available to beginners, 
switching off the intelligent braking system 
from the start کا‎ recommended — it has a 
tendency to decelerate far too early, making it 
impossible to outbrake your competitors and 
hence achieve a decent finishing position 
While far less intrusive, the others should be 
turned off sooner rather than later = this may 
make life harder initially, but it does 
precipitate tne learning process. Stability 
control is arguably the easiest to live without, 
followed by traction control (though this 
remains particularly tempting for starts), 
and eventually ABS. As ever, the quicker 
you adopt a manual transmission system. 
the better. You should then find that keeping 
up wth the pack and even winning races 
becomes a genuine 271 

And this is what sets F355 apart. 
It کا‎ unquestionably one of the most 
comprehensively hardcore racing games 
to date. There's no eagerness on its part to 
reward your initial feeble efforts, and, the im 





Ferrari's Fiorano test track can't be raced 
on, though Time Attack and Practice is 
allowed (top). The pit sequence is superb, 
and useful during endurance meetings 





It's one of the most comprehensively hardcore 
racing games to da 16 There no eagerness 
jn its part to reward your initial feeble efforts 





limited driving aids aside, it makes na 
nexperience. With eight 
compatitors matching each other m terms of 


concessions for your 


performance, this is real racers’ territory 
If you want to win in F355, you're going 
to Nave to work at it, bringing all your 
videogame experience into play. 

As such, F355 draws you in like few 
other games. You may well scream in 
despair as one more tno mto a gravel trap 
ends yel another chance of victory. Yet, 
without hesitation, you subsequenthy load 
up another race, promising yourself this time 
you Il brake that itie bit harder and a few 
centimetres later, hug the apex a couple 
of millimetres tighter, and power out more 
decisively and a fraction of a second sooner 
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When not racing the Arcade option, you're given the choice to tinker with your vehicle's set-up. As 
ever, it's a subtle process and it can help reduce the game's over-zealous understeer characteristics 


F355 Challenge Twin (Verzione Domestica) 


Like most racing games nowadays, F355 Challenge offers a twoolayer split-screen mode for a 
step-up from the CPU opposition (though, naturally, this varies according to individuals). There's 
a slight loss of graphical detail once on the track, but other than that it's business as usual. Far 
mare interesting, however, is the game's cable link option, which allows two Dreamcasts to be 


connected. Aware of TOCA 2's outstanding link-up facility, this is likely to be an essential investment 
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Replays are the only time you get to see more than the top of your F355's bonnet and steering wheel, as 
the in-car view کا‎ the only ona offered. Widescreen TV owners will welcome the anamorphic display option 


nput that doesn't necessarily result in control 
loss could have made things more exciting 
and ultimately even more rewarding, 
Having said that, this is a splendid 
affort and easily ihe best Dreamcast 
driving game to date. True, it could have 
attempted to embody more of the passion 
and identity associated with Ferrari, as at 
times it can be a stenle expenence. And 
it's a shame more wasn't made of the 
home version; even a simple Career mode 
would have ensured further substance, 
Regardless. those prepared to take on 
the challenge will find it one of the 


most enjoyable yet 


Edge rating Seven ten 


version, it becomes extremely difficult 

to judge the adhesion level of your race- 
prepared machine. Furthermore, having 
experienced a Challenge-spec F355 
firsthand, this writer feels the developer has 
underplayed the grip available = in the real 
world these vehicles can be thrown into 
corners at absurd speeds and, provided 
you adhere to conventional racing dnving 
techniques, the car's slicks refuse to let 
go. Naturally, this wouldn't be a problem 
if it. did not interfere with F355's gameplay, 
but this isn't the case. Being forced to 
tiptoe around the circuits isn't particularly 
clever — it's a simple case of practice = but 
it can feel particularly chastening. Faster 
corner entry speeds and brusque steering 














Format Dreamcast Publisher Capcom Developer: In-house Fros: 935,800 (E38) Release: Qut now (Japan) TBC (UK) 
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Close combat might be powerful, but it makes you more vulnerable to enemy attacks, meaning defensive 
power-ups are crucial. The yellow arrow, shown at the top of the screen, points the way to the level boss 


a time penalty is subtracted from tha clock, 
Destruction predominates, and though the 
violence is a world away from the stylised 
gore of, say, Soldier of Fortune, it has a 
speed and intensity that's far more powerful 
Graphically, it's immensely satisfying, but 
spoilt by tha utterly inane camera. 

Dizzying and unpredictable, the 
constantly shifting thirdperson view means 
that you often can't locate attackers. Feeling 
you're in control of your character and aware 
of where your enemies are is crucial in 
something this fast-paced, but when instant 
death comes from nowhere time after time, 
it feels unfair, The developer has attempted 
a fix in that one button briefly shifts the view 
to a firstperson perspective so you can align 
the camera, yet it fails, as the speed of the 
game is such that by the time you've 
adjusted to face the enemy he'll be upon 


you. You re left with the ridiculous situation of 
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odd McFanane's characters are huge, 
T ntricate, and carry a-cruncning Impact; 
Spawn is no exception, The game, overseen 
by McFanane himself, possesses a screen- 
shaking power and cartoon style appropriate 
to the series, and crosses it with the Clarity ot 
an arcade machine. Everything about Spawn 
shouts com-op, from the slick visuals down 
to the time-limited, vacuous, thirdperson beat 
‘am up action grin its insistence that you 
play in the spit-screen multiplayer mode [the 
number of players defaults to the number of 
controllers plugged into the Dreamcast) 
smacks of arcade combat camaraderie 
Once you've forced the software to 
ict you play alone, it's obvious why it thes 


is 


to steer you elsewhere: the oneplayer game 
5 aln ost an apology for the mayhem of the 
multiplayer. Choose your character, take on 
seven bosses over the course of seven short 
levels, destroy them, 8 another fighter is 
yours. Then repeat with the character you've 
NA won, and so on. The levels can also be 
played co-operatively in split-screen modê, 
which brings a little life to the experience. 
The number of selectable characters 
means completion takes a while, but 
its not necessarily time you'll enjoy 

One button for jump and another for 
attack means the combat is neither strategic 
nor complicated, despite a massive range of 
WASANI wry and a limited set Shaba ecial moves. 
The action is, however, breathtakingly fast 
Each; ! round takes place over two-and-a-half 
minutes, in which tne levels boss must be 
Killed, and death for your character means 
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One game mode lets you select four fighters and play them off against each other in an arena of your 
choice. Points are awarded for kills, and the winner is the player with the highest score after three minutes 








In Spawn, having your body cleaved 

in two is only a temporary setback. 
Reducing the enemy energy bar to 
nothing within the time limit is your aim 
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Barrals and crates litter Spawn's levels. Some 
can be picked up and thrown at your enemies 
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might be, then quessina when ne 8 attack 


and timing your evasive action accordinaly 
Co-operative multiplayer suffers the same 
problem, but in deathmatch the frustration 
کا‎ tempered Dy KNOWING your opponent 
wil be suffering in a similar fashion 

Full of kinetic carnage and a ferocious 
power, Spawn is the comic made digital, but 
even fans will see it as absolutely transparent 
Although the two-dimensional gameplay Despite much of the combat taking inside moderately 
model can be accented as an attempt at sized arenas, occasionally the levels are based around 


smaller passageways, staircases and rooms. In theory Slip into the Bikini of Steel 
this should add more variation to Spawn's limited — 
0515151511177 Caused Dy poor camera anges fighting style, but, unfortunately, the camera is At the end of each game, a screen illustrates the weapons 
there's little incentive to try again, This is even more unpredictable inside confined spaces that you managed to collect during the levels amongst 
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acceptable in an arcade, as you can walk silhouettes of the ones you missed. These take a full range 
Sat ma lm J Ee] aL j Eka ES tum L 
of modern day artillery as well as traditional swords and 


away. Justifying the purchase of a game | : 
: sorcery fantasy weapons. The game also features some 
that s only really playable in the still- 108 时 é PITE EE 
2 5 ony odder Implements أن‎ destruction — ihe evil 77 


flawed multolayver mode isn't as eas 


n particular, uses a combination of chainsaw and giant 
boxing glove to smite his enemies. Other favourites include 


Eae raina Four T ten the M60, the Flaming Sword, and the elusive Bikini o! Steel 
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Format Playstation Publisher Fox Interactive. Developer: Argonaut Price: E38 kanasa! September 


onceived in "97 and born September 
DO. Prolonged gestation signals 


problems in most forms of media, and 
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humans are tough, the aliens tougher. 


If they get to you — and although they're 


slower than thair film or PG counterparts 


they're still fast — you're dead, 





WANS, across cellinds, and 80116 towards 


The FMV intro fits the mood of the game 
perfectly, intercutting scenes of the 
spaceship with foreshadowing shots a bit unfair, especially with a joypad. No 
of the Aliens and a gruesome operation matter how well-designed the interface, 


Vents may not be a particularly original aspect of Resurrection, but given that the films are so grounded 


jou with Startling pace. Initially, it all seems | ; m 
2 in fear and claustrophobia, they're particularly relevant. Crawling is realistically and scarily cumbersome 
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in the daytime it has the capacity to scare near-perfect in its scripting, exec 
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Bodies litter the ship, but most of the killing has nothing to do with you. With every dismembered corpse 
comes a reminder that somewhere, possibly very close indeed, tha killer waits to do the same thing to you 


Can you stomach it? 


1e presence of face-huagers adds more panic to Hesurrection's already fearful mix. Firstly, they're small 
and difficult to hit without using 4 et Secondly, 
تد‎ À ہج‎ Bic ‘ou — as they t inevitably will - 
Bullet-based weaponry exists, but using other weapons is a more creative way of alien slaying. Both the 
electricity gun and flamethrower are graphically well-executed, and their effects on the aliens can be lethal 





Mario Tennis 


Format M64 Publisher: Nintendo Developer: In-house Price: V6,400 (£40) Release: Out now (Japan), October 13 (UK) 
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Holding a button down before the ball arrives means a more powerful shot, indicated in this case by 
stars sparkling on the character's racket. Adding slice to this can make returning insanely difficult 


accumulates points according to how 
many of the randomly placed hoops the 
ball passes through, and the points are 
collected by the player who wins the rally. 
The final moda of play takes place on a 
swinging stone court, nominally the 

Kome of Koopa (Bowser in the UK), 
where characters meet in a kind of 

tennis deathmatch, Mario Kart players will 
recognise the power-ups, with lightning 
strikes, banana skins, and red and green 
shells being among the various collectibles 
to be unleashed on your opponent. 

Mario Tennis isn't jealous of the power 
and realism of Sega's Virtua model. It 
thrives on its characters' own hyperactivity 
— they get giddy with excitement at 


the next one, or unlocks bonus characters 
or courts. Two, three and fourplayer 
matches can also be arranged, and this is 
where tha bulk of the game's appeal lles. 
Apart from the obvious plus of playing with 
friends, the reason for this is that while tne 
nighest-level computer players are difficult 
to defeat, their simple Al produces a 
repetition that the multiplayer lacks. 

As well as the Tournament mode and 
the confiaurable exhibition matches, Mario 
Tennis offers a series of mini-games. In 
the simplest, players practise passing 
an opponent by returning balls randomly 
spat out by giant Piranha Plants. The 
ring game places giant Sonic-style golden 
rings all over the court; each rally 





he idea of a sports simulation is & 
T fallacy, However slick the onscreen 
action, the nimble joypad taps of a FIFA 
expert are a world away from the skill of 
even the dourest professional footballer. 
While the strategies may be similar, albeit 
at the most tactical level, thera must come 
a point where imitation Is discarded in 
favour of entertainment. Sensible Soccer 
succeeded in the 16bit era for precisely 





Mario Tennis scoffs at the ultra-realism of 
Virtua Tennis — players become surrounded 
by rainbows, bubbles or crackling electricity 


these reasons, distilling the beautiful game 
into two-minute matches of hyperactive 
fun that were more like a game of pinball 
than football. Mario Tennis takes a similar 
approach, scoffing at the ultra-realism 

of Virtua Tennis and sucking Wimbledon 
into candy-coloured Mario Land. 

In Mario Tennis the ball is only slightly 
smaller than the characters’ rounded 
polygon faces. In Mario Tennis, a good 
stroke is surrounded by a glowing aura. 

In Mario Tennis, players مقع‎ charge 
themselves up for powerful shots and 
become surrounded by rainbows, 
bubbles, or purple crackling electricity, 
The only nod to the game proper is court 
layout and the lines that mark it - but 
these are overseen by Bob-Omb judges 
who explode when the ball dnfts out. 

Within the confines of this quirkiness 
lies a beautifully simple control system 
based around the analogue stick and 
just two buttons: Strike (A) and Slice (B). 
Double tapping the buttons gives the ball 
a blue or orange alow, making accurate 
returns difficult. Pressing a button before 
the ball comes to you means the character 
will ready his racket, unable to move, but 
capable of striking the ball harder than 
before. Finally, pressing first Strike then 
Slice will produce lob, while Slice then 
Strike hits a drop shot. 

The game is structured like most Mario 
titles, with a main objective surrounded by 
smaller, non-important goals. The key task 
is to attain victory with the 16 characters in 
the tournaments Mario Tennis offers. Just 
as in Mario Kart, these are three cups: the 
first is simple, the second slightly less so, 
and the third stops just short of frustration. 
Victory in a cup either provides access to 
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Every part of the game exhibits typical 
Mario style and character, from the 
selection screens right through to 

the colourful end-game celebrations 
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Victory can mean accessing special courts, such 
as the Yoshi and Baby Mario ane above. The 
tilting deathmatch tennis court means judging 
angles and movement can be tricky, especially 
when avoiding shells and banana skins 


Characterisation 


Predictably for a Nintendo Mario titia, 
ingame characterisation is delightful. Each 
of the 18 players performs his or her own 
quick calebration/sulk routine at the end of 
each pant, as well as slightly longer ones 
to end matches and tournaments. in 
twoplayer moda, this ups the emotional 





Baby Mario, first seen in Yoshi's Island on the Super 


Nintendo, is one of the 16 characters in Mario Tennis Pd | M : | 
at lu | 1 stakes considerably — Kinopio (Toad) in 


particular has a victorious squeal and 
bounce that almost caps his Mario Kart 


racking up achievements on the numerous = i 
statistics screens. While the singlen playe ‘I'm the best!" for sheer gloating potential 
mode can become repetitive and is best 


enjoyed in small doses, multiplayer 


playtime takes on a distinctly ‘fifth set 
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Nintendo: exuberant, addictive and 





Pressing both buttons simultaneously results in a powerful stroke, illustrated by the purple haze. When a 
almost poisonously sweet point is won, quickfire replays appear - one button skips these, and the other changes the camera angle 
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id Ocean, when publishing Daley 
Thompson s Decathlon. see it 
as the future of electronic entertainment? 
Maybe not. Regardless, the genre it spawned 
remains caught in the same key-bashing 
dynamic that destroyed so many compute 
keyboards 16 years ago. And Sydney 2000, 
the officially licensed game of this year's 
Olympics, is as faithful an exponent of that 
ethic as any of Decathlorrs distant children 
There are 12 events, most demanding 
a predictable combination of intense Dutton- 
pressing and exquisite timing. Some break 
the mould: in kayaking, for example. a clumsy 
control system means you struggle to steer 
your canoe through approaching gates. Skeet 
shooting is perhaps the most enjoyable, being 
a non-lightgun Duck Hunt for the year 2000, 
though it suffers from a lower resolution an 
the Dreamcast version than the PC 
A oneplayer Olympic mode sits in the 
middle of the game, allowing you to take 
athletes through Bishi Bashi-style training 
games to qualify for > and ultimately win 
gold at - the Olympics. Together with making 
attempts on world records in the oneplayer 
Arcade mode, this ensures the solo gamer 
will find some enjoyment in the title 
But the solitary expenence pales next to 
the clustered misery/ecstasy dynamic of the 
multiplayer mode, where the presence of 
others watching, waiting and competing کا‎ 
everything, The character animation that 
bookends the action is no longer frustrating - 
as in previous incarnations of the game — but 
provides vital moments of calm amid the 
tumult of competition. Each event's simplicity 
almost adds to the pressure as you struggle 
to perform even the most simple of tasks to a 
competitive standard. The atmosphere is 
consuming: the tension, arguments, glory and 
gloating all-powerful - you almost forget this Is 
little more than an Bbit game in polygon guise 
50, how many weights or heights do you 
pass on before you brave an attempt at the 
weightlifting or high jump? Will the catcalls 
and jeers during your run-up throw out your 
rhythm? Is unorthodox joypad technique bad 
sportsmanship? ts rubbing your sleeve across 
the buttons the digital form of steroid abuse? 
All interesting questions, but not immediately 
pertinent, The one that's crucial to ask before 
buying Sydney 2000 is this: can you forget 
about the almost inane simplicity when 
faced with a game that encourages 
multiplayer rivalry at its finest? 


Edge rating Sever out of ten 
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Skeet shooting is fun, requires speed and 
accuracy, and is an aspect of Sydney where the 
pressure can really start to tell in multiplayer 





The lang jump is a classic button-bashing 
event gain speed 85 you tap ume your 
jump so you hit the board dead on, and 
hold a button down to get the right angle 


Sydney 2000's realism cannot be understated, Replay 
angles often resemble those seen during televised athletics 
events, and the athlete models are fantastic, splendidly 

attired in their country's Olympic kit 





Taking the plunge 


Diving کا‎ one of the few events unlikely to result in a sprained wrist. The player chooses a dive from a list, 


rated according to difficulty, and then attempts to stop a power bar at maximum to provide height off the 
board. As the diver plummets towards the pool, she passes through a series of blue, green and red 
coloured hoops on the way to the water - the player must press the same sequence of buttons on the 


joypad. Dives are judged on their exécution and the score ts increased by a difficulty multiplier 

















Virtua Athlete 2K 


Format: Dreamcast Publisher Sega Developer In-house (Hitmaker) Pree: £40 Release: Qut now 


inua Athlete 2K rekindles fond memories 
V of Saturn Decathiete in 1996. The 
games cartoon look and balanced playability 
certainly gave the PlayStation's International 
irack & Field a button-bashing run for its 
money. Over time, Konami's event selection 
has offered slightly a more immediate, 
improved multiplayer ambience than Sega's, 
Dut it has always been a close-run thing. 

Yet, with the overcomplication of ر772‎ 
the opportunity for Sega to capitalise on its 
closest competitors stumble has emerged. 
ironically, though, Saga nas gone the other 
Way, over-simplifying elements that were 
already at their most basic. This results in 
some events losing a littie appeal, with the 
shot put, for example, degenerating into an 
exercise in brute luck. Conversely, where an 
embellishment to the traditional gameplay 
has been made — such as the stamina bar 
during the 100m spnnt— the balance of the 
gameplay has been carefully conserved 

Far more damaging is the quantity of 
events. Just Seven categories are available 
(100m sprint, 110m hurdles, javen, 1,500m, 
shot put, long jump, high jump), resulting in 
some indecently brief competitions, as the 
chances are you're just getting wanned up as 
the end sequence kicks in. And don't expect 
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Possibly the hardest event to excel 
at, timing the high jump (above) can 
prove particularly tricky for anyone 
used to International Track & Field 





to unlock extra events — you can't. 

However, Virtua Athlete 2K isn't to 
blame for everything. The Dreamcast pad 
isn't suited to button-bashing, as its buttons 
sit too high, and unless you reconfigure you'll 
find yourself holding it at tne oddest angles, 
rendering the D-pad/analogue stick useless, 
which is fine providing the event doesn't 
require their use. The resulting gameplay 
experience simply isn't as smooth as 
that offered by the competition. 

On a more positive note, the presentation 
throughout is mighty impressive. Pre-event - “4 ML ظ‎ , 
preparation undertaken by the skilfully YA 3 TION ۱ | THAT i 
animated athletes is depicted in a thoroughly EE asap o^ عي‎ 1p = سے‎ raming 
convincing manner, and the various camera - : = US الام‎ ; El | 9. IMS ] 
angles do a commendable job of further 
dramatising the events. Good, too, is the 
CPU competition which, on the highest 





Fourplayer 110m hurdling (above) can degenerate into hysterics for contestants as one player inevitably 
takes the direct approach and attempts to power their way through, as opposed to over, the obstacles 


difficulty setting (World Championship), qe wA - 

provides a real test > welcome news ai APPAREL EDIT 

for any oneplayer punters out there. EEN او یں مت‎ ۱ | or HIE vale 2 تی یم وش رت‎ S TE 
NEDAM و‎ 41 A s Creating the ultimate competitor 


While on paper Virtua Athlete 2K presents > 
itself as a potential worthy successor to essa | 
Decathiete, in practice, fewer events, a E ۲4 1971 
penchant for oversimplification and Ae EL. uU PILAE s 
rougher controls take their toll. ا‎ Boos | | = — 


An interesting touch not previously seen in this type of title is tne ability to customise your character. 
After you've selected skin tone, renamed and given your athlete one of the several available nationalities, 
you can clothe him (sorry, no girls), and spend stress-inducing moments attempting to co-ordinate 
wristbands with sunglasses, socks and trainers. Furthermore, you can select three disciplines of 
specialisation from a huge range (some only become available by completing the game), though 

there is apparently little correlation between those selected and your man's ability on track. Besides, 


Edge rating: Five out of ten you have to wonder how a penchant for sepak takraw, billiards and reggae affects your athlete. 
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e player assumes the role of one of these 
pilots, devoid of background information, 

naracter or motivation, This is a shame 
because niot-wise invasion! is excellent = 
philosophical dispassionate sci-fi that 
oroiterstes in Gene Roddenberry s 
universes wil love this game 

SRS interlinked Dy plot-pushing 


WV throw you into the space-based combal 
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yaned. and the destruction beautifull 


orchestrated. Your ship darts, turns, 


then stops on a sixpence. This is 3 
realistic behaviour, but certainly more excitin 
tan ine 5100015 contro thai crushes the ile 
from soma space simulations. Missions have 
varied nominal aims — retrieve, rescue, protect 
= but all ultimately depend on your destructior 
of the weak enemy fighters. And though 
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rarely matters. The minimalism that 
at the beginning of the game starts to feel less 
artistic and increasingly shallow 

The problem with Invasion! is that nothing 


ever really changes. Sometimes exhilarating 
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draining. The instinctively brilliant weaving 
Datties start to tire under non-stop waves of 
identikit enemies. Patterns emerae. The warp 
strale, lock, fire routine remains, and there's 
no imncicainon or now many mnes you Musi 
go through the motions before you move 3 
evel or reach one of the boss starships. What 
once startled and sparkled becomes laborious 
- just one more kill, just ona more 


Wave, and so on and so on, to infinity 


Edge rating OX ter 


The Elite-style radar, displayed along the bottom 
of the screen, makes locating enemies quick 
and easy. When they're onscreen, tapping 
triangle makes them your target. Holding the 
button down will lock you on to their flight path 


Star Trek: Invasion! 


Format; PlayStation Publisher: Activision Developer Warthog 


Release; Out now 









invasion! is based around smaller 
craft than usually sean in the series. 
It's only when you get close to some 
of the more widely known ‘Trek’ ships 
that you get a true idea of scale 


Telling tales 


Next to so many poorly conceived and 
atrociously written stories in other sci-fi 
games, the tale toid nere stands out, 
benefiting from Paramount's extensive 
input and the strict confines it placed on 
the developer. Graphics, too, are consistent 
with the Federation's shiny curves, and will 
be hugely satisfying to Trekkers. Even the 
new fighters created from scratch by 
Warthog — and there are lots of them, this 
being a game based on much smaller ships 
than those generally seen in the series - 


have the look and feel of official “Trek” craft 


Koudelka 


Format PlayStation Publisher Infogrames Oevecoper Sacnoth Prom E35 Ranas September 22 
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Wier would be difficult to predict is quite 


how far this fusion of adventure and battie 


RPG falis short of the dizzying sophistication 


at on Canta "Hn " z 一 
of Fina! Fantasy VII! and Parasite Eve 2 
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The intro and cut-scenes show off 


d 
hires models of party leader Koudelka 
and her accomplices Edward and James 


Dui this is pernaps the sole area of The 





game that has received sufficient polish 
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rendered backgrounds has worked for 
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transition from exploration to combat 


so obvibus, Theres little attempt beyond 





a change of fioor texture to link the fighting 
3 These quality rendered cut-scenes don't make 
up for the problems with the game's battle 
sequences. While the enemies are easy to beat, 


area to the location vou've iust come fr 
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that the battle scenes have to make dö 
Sacnain wouldnt have been better on 


with clunky effects and a sole, completely 


inappropriate piece of RPG muzak 
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aiming for a solid battle RPG. 


gg a ee Ta Searching the monastery for items is made difficult by the random battles that await down every corridor. 
coge rating [hree out of ten These at least mean that soon your character's stats will be boosted sky high, due to the constant fighting 


W th its Final Fantasy-style ‘random 
battles and HPG leanings, ine original 


Parasite Eve was an unusual reworking of the 
survival horror brief, After no doubt jealously 
eyeing Capcom's continued success with the 
Resident Evil franchise, Square has apted Tor 
amore conventional approach in this sequel 

It's hard to dispel the suspicion that the 
use of prerendered environments has 
become an admission of limitations — be 
they of programming team, resources or 
chosen format — rather than a style issue. 
it's a ham-fisted way to present a game 
environment, albeit comparatively cheap. 

It is, however, a clumsy way to build a 
combat-onented adventure. Aya Brea, the 
returning heroine, is leaden to control. 

Worse stil, she has a frustrating propensity 
to moonwalk against scenery. By filling {anda 
then, invariably, re-populating! maps with 
generic monsters, Parasite Eve 2 leaves the 
payer inured, almost bored with ts Compal 
sequences. There's an onus upon positioning 
Aya behind objects or running to another 
vantage point before blasting opponents, 
whose feeble Al can't handie this bewildering 
conundrum. This isn't, of course, a design 
fault — and neither are the instances in which 
you fight an off-camera enemy. 

From the phenomena of ‘brushing’ Aya 
against scenery in order to find hot spots — 
interactive elements or items — to constant 
pauses to pull data from CD, Parasite Eve 2 
exhibits familiar flaws. Furthermore, the 
relatively ambitious nature of its backdrops 
all too often demands active suspension 
of disbelief = encounters with interactive- 
seeming but actually inert objects impedes 
any growing sense of immersion, 

Being a Square production, Parasite Eve: 
is host to accomplished FMV sequences, not 
to mention the odd marvellous cut-scene 
generated on the fly. It's a shame, then, that 
it often feels as if the action between these 
showy moments merely serves to fill in the 
gaps. From cryptic-seeming (but actually 
simple) puzzles to Dasic exploration and key 
finding, there's little more in the way of conten 
than a certain Capcom opus from years ago. 

At its best, Parasite Eve 2 is comfortable; 
there are worse ways to spend an afternoon 
But exciting? Rarely, outside the boundaries 
of its cut-scenes. With videogames, 
participation is king — and Square, with 
its love of extravagant showmanship, 
would do well to remember that. 
Four out of ter 


Edge rating: 


Parasite Eve 2 


Format: PlayStation Publisher: Square Europe Developer Square Japan Price: £35. ۳086+ September 





The various encounters with 'boss' monsters are rather overshadowed by the outstanding FMV interludes 
that introduce them. The invariably system-oriented methods required to progress are, to be frank, tedious 





Unusually for a Square game, your character's 


magical attacks are not enormously OTT - a far 


cry from the self-indulgent extremes of FFVIII 


What's the story? 


Parasite Eve 2:5 plot-furthering asides 

are wonderful to behold, but its dialogue 
کا‎ truly execrable. The omission of voice 
acting initially appears ta be an oversight. 
With time, however, you come to regard 

it as a blessing - the woeful script on 

offer hardly lends itself to antertaining 
vocal exchanges. Like the similarly blighted 
Resident Evil, it's fortunate that the impliad 
narrative in certain scenes - a room full of 
slaughtered SWAT troopers, for example, 
or a seemingly harmless woman 
transforming Into a hideous monstar 一 
introduces a modicum of atmosphere. 
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Seaman 


Format Dreamcast Publisher Sega Developer Vivarium Price 550 (£33) Belease:Out now (US) TBC (UK) 
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T he concept is 5 Me: an eiectronic pet on your | لا زیت بر‎ 
ONT LLL 


5 | it n ال‎ 0 0 | 17 ۱ 
Drearncast, a sardonic fish with a hurnan face " We isse نا‎ zu OUR TN TAL ise 70۷۷۷۷۷۷۷1 m TM 
te tLe الا لے راتا‎ 4 ees rn ۸ ar TY? 
1 کے رر نے ہے‎ HT T zi : | “IA Pey nn 0 , H i LE uil 






Hasse him, feed him, "ep him warm, watch with prid 


e 


as he crows and ages. With Seaman, though, comes 
a microphone that adds a twist = you can talk ta him, 
and he'll talk back. 

As a baby, he'll coo and giggle to your words. As 
a toddler, he starts to recognise and repeat them. The 


tima he says halo [is à proud moment, and he‏ 581ا 





一 


respond to the word ‘play’ gleefully, squealing لتقام"‎ 


play, play,’ nght back at you. Becoming the Seaman 


equivalent of a teenager makes him sulky, and fron 


there its a-short jump to the rude, sarcastic, vague 


ےسا یھی Ay‏ 

disinterested fish who depends on you for his survival 
Voge recognition 125 occasionally shaky, Dut smart 
enough to enable your pet to-ask you questions about 


na to 7 


2 
ü 
1 
j 
اع‎ 
1 
pu 


your age, birthday, b 
nterpret the answers. The نت‎ intelligent and 


witty responses, and offen suprises. Simplistic, yes 





Dut ts aiso beautrul, emning and م تعب انا‎ you 


By picking up your fish you can get an 
idea of his size, A separate habitat tank 
means you can raise larvae and moths, 
vital food for a growing Seaman 


remember your first conversation with your fish. Limite 
A may be, but where other games wash from 
(OUT ی۷‎ Seaman leaves an inde 

- on the glass and your Seamen will swim towards you, alerted by the noise. It's also possible 
edge rang Si تا‎ û hypnotise your fish - move the hand icon in circles around his faces and his eyes will follow it 





Heavy Metal: F 


Format PC Publisher Gathering Of Developars — Ceveicoe- Ritual Entertainment Pros £30  Hesagse: Out now 


R ather than creating its own heroine and 
proportoning ner liKe a POM star tor Marketing 


purposes, Ritual has skipped the design middlemen 
and whisked genuine porn star Jule Strain from 6- 


mie infamy. Strain, the real-life inspiration behind the 
leaps, crawls, and climbs her 
way through numerous colourful future fantasy settings 


Tomb Haider is the obvious reference point 





exploring comes ata Lara, but fighting is more involved 
FAKK 2 can hold weapons in either hand, meaning it's 

possible to Keep a sword in one hand Tor close combat 
while using a pistol, Swapping one weapon for a shield 


means vou can block, but enemies can do the same 


nanic firing and running away Common to similar titles 
Ine lomo Haider structure کا‎ gren an inviaorating 
PR sx xl i) حر‎ | Gb موا ری ين‎ ge, ia ہے سر رکا لے ان لالح لی‎ 
ew look, and while theres nothing wildly differe 


between this and the Eidos title, what pushes FAKK 2 


md 
0 i 7 
Ni 1 سا‎ 


SUA 
| 





ahead 15 ine combat, the sugntly less cte 06 


The fantastical settings are colourful and and the entertaining game world, It's historically 

varied,a far cry from the endless greys of confused lo-fi sci-fi where lizard-areen monsters are 
TT Ms Croft's adventures. Enemies are also 
"nl AMA A با‎ ; | creatively designed, and a joy to destroy 


slain by slings, semi-automatics, and lightning 





charged swords — and its re freshingly fun. 


By pressing the left mouse button during a swipe of your sword, a special move can be executed. The ج ڪڪ‎ ——Á——— کڈ جم‎ 
move depends on what FAKK 2 is holding in her left hand, but will more than likely dismember an enemy cage raunc Seven out of ten 














|! hera has been a minor proliferation of 68 
Grays oF late, Jars acc "yr tes protagon Si, xec. z mas 


conaruous than Parfect Dark's Elvis, but it would be 
unfair to stretch the comparison. The game pushes tha 

layStation to its limits and dei ies easy Categorisation 
but the abundance of good ideas do not quite ael 


Aeds attempts to save the solar &ystem mom the 


=- 


emaformming robot that wiped out his race take place 


over several planets and 32 free-roaming levels. The 


E-Scape graphics engine enables an impressive draw 


distance, and later levels n ت‎ ×53 


e environments 


1 ت0 





although thare is minimal variation in appearance. 
atf 


Gameplay also ors little n the way of diversih 


The developer has tried hard to add an sement of 
resource management, with ‘gen قب‎ used both as 


ammunition and to construct necessary items Tre 





meshes dotted around the aler landscal eg 

prachoe iiie thought is needed to progress. 
Fundamentally, the game is a simple shoot "em up 

hiach contrat inadequacies and poor collision: 


Jetechon become tiresome. The few levels thal ايك‎ 


from this formula further emphasise deficiencies | 


trei, which 2 a shame, Termacon E not a bland or 


jdenvative title simply an original premise that | 


Edge rating Five out of ten 





Terracon 


Format PlayStation — Publisher: SCEE Deveiooen Picture House Price: £35 — Baelesse: Qut now 
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Dramatic views are complemented by 
some impressive pyrotechnic effects, 
but greater variation in both gameplay 
and appearance would be more welcome 


Over the course of his endeavours, Xed must balance the use of 'genergy' as both ammunition and raw 
material. Items such as the floating platform above must be constructed by using the appropriate colour 





Price: EAD Aebece Out now 





The patient will enjoy Tenchu 2's more 
surreptitious moments. Hiding in water 
using à reed (top) or creeping along 
walls (above) can be hugely effective 


If your stealth tactics fail then your enemies must be dispatched in traditional hack-and-slash fashion. 
There is only one attack and one block option, making combat feel like the now-dated Prince of Persia 


Format: PlayStation Publisher Activision Developer Acquire 


ynics will note that Tenchu 2 nas sneaked into 
the shops with little fuss. Could Activision be 


hoping to sell à substandard title on the back of its 


success with the original and enjoyable Tenchu? 





Unquestionably the sequel suffers from massive 
technical deficiencies. The graphics are rudimentary, 
textures eee d, animation robotic, draw distance 


short, controls 





Ward, loading times irritating 
alygon counts low and enemy Al nasie. Yet 
or al its obvious flaws, Tenchu 2 still proves to be 


a fairy enjoyable and compulsive title. 


Most impressive is the manner in which the aame 


rewards and punishes you for your actions; Whether 
through fluke or comprehensive playtesting, the 
balance achieved کا‎ perfect. Successfully sneak Up 
an enemy and they can be dispatched easily with one 
stroke. But alert a a Sentry, and awkward energy-sapping 
combat must be initiated. Extra points are awarded for 
ompieting the level with as few sois as possible. 

The dr rive to finish the game with a 100 per cent 
assassination rate is really quite compelling 

With two playable characters, a range of innovative 
weapons including blow guns and caltrops, and even 
a misor 80187 Tenchu ٣ may win over those 
wno are willing tà c 


à | 1 NA E E 
WEDOK its Cosmetic taling 
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Criterion technical director Adam Billard 


RenderWare. 2 : 


ع عماسم مت تا 


Criterion 


Codeshop 


Tracking developments in development 


Middleware on top 


Cross-platform development proves a boon for Criterion’s RenderWare3 





this is 3 Situation that is only likely 
to get worse. "Everyone talks 
about convergence, and it is going 
to happen," says Billyard. "You've got 
more outlets 一 it may be consoles, it 
may be digital Tv, and it really doesn't 
Work to say you are going to spend 
18 months on a game." 

He does caution, however, that 
Henderyyare shoulàn t be viewed 
as a magical black box that can 
Effortlessly. swap code between 
platforms. "It absolutely isn't just press 
a button and out pops a Dreamcast 
version." he says. Even if an API could 
compile code completely unchanged 
between another platforms, it wouldn't 
be a good thing. Developers should 
always play to the strengths of a 
platform. For PlayStationz this 
obviously means more polygons, 
whereas for Dreamcast it could mean 
more textures, or transparency layers. 

"Renderware does simplify the 
process a great deal, though," he 
says. "Hhink people will be pleasantly 
Surprised once they get something 
going on one system to realise that 
it won't be a nightmare to bring 
t over to another platform." 15 





A number of Japanese development 
houses have adopted RenderWare3, 
and have already started shipping titles 


you're screwed. Getting stuff out on 
time is a big part of development these 
days," he says, a big grin playing 
across his face. 

The reason for his happy 
demeanour is clear. The upshot of 
an unstable transitionary penod of 
the games industry cycle combined 
with the drive towards multiple-platform 
development has been an explosion in 
demand for the Guildford-based 
middleware vendor's 7 
package. "| just don't think people 
realise there are shitioads of titles 
using RendenWare3," Bilyard says. It's 
currently being used to create games in 
more than 170 studios worldwide. 

Criterion has certainly come a long 
way since the painful leaming curve of 
Bender Vare2. "HenderVvare3 doesn't 
share a single line of code with the 
previous versions," he explains, ruefully. 
"We threw the whole thing away and 
started again." But the results speak 
for themselves, While many developers 
would rather express a preference for 
FIFA over (SS than admit to using 
middleware, some of the biggest 
games publishers have signed on 
Criterion's dotted line. Deals 
announced so far include Interplay 
and UbiSoft: The first RenderWare- 
developed PlayStation? titles are 
shipping in Japan from studios 
such as ASCII and Jaleco. 

The greatest coup has been the 
support of Japanese giant Konami, 
which is using ۲83072۲۷۷3۲3 in all its 
Japanese studios, with the notable 
exception of Hideo Kojima and his 
Metal Gear Solid 2 team. "| remember 
when we were in Tokyo and we had 
simultaneous demos running on 
Playstations, PC and Dreamcast," 
recalls Billyard, "I think then Konami 
saw the writing on the wall. And while 
there's always room for the $20m 
blockbuster, that's not what it's all 
about. The meat-and-potato stuff is 
about not arsing around trying to 
reinvent the wheel. At the end of the 
day that's a compelling argument." 

its parbiculary compelling with 
some publishers only allowing 
developers nine months to turn 
a title around. With the ever-present 
opportunity of content convergence, 


EDGE 888 


ne particular piece of tittle-tattle 
Q currently doina the rounds 
features a large US publisher, which, 
after letting its in-house team 6 
with PlayStation2, swiftly switched the 
target platform of its next two AAA- 
licensed games to Dreamcast. Hard 

to believe, maybe, but the key point 
the bar-room raconteurs fail to mention 
is that the unnamed monolith's decision 
rested not on the complexity of the 
Sony machine's parallel processors 

per se, but the timescale required to 
get the specific titles to market. 

This is a scenario that isn't lost on 
Adam Billyard, Criterion Software's 
technical director. “I think people now 
recognise that you can nave the best 
game ever but if it's sx months late, 


usimg the 01055 lation aualities of HenderlVarge3 iz tl 


art | 1 T- پا ا‎ 
Cute Havia 2, officially t 
sare,” says Billyard. "There's 


Game without ende Mare. bul why would it cheese to da 


a very Sond brand and a proven 


ist game Nai has AEA 


enemies, and refined 


EB 


agua spinning teapot de 


URL 
۷۷۷۷۱۷۷, ۴5.7 
www.renderware.com 


Ray of light 


The highest-profile game 


PlayStation? version of Ubi&oftts limble 


Revolution, “UbiSon realy understands 


na doubt it eould port the 


-— [Tm 1 n "6 bal 1 
BOTE TIT IE OLN EINE DT 


Y Jano | 
been released, Te 


graphics and lighting. Th 


It's no good showin 


thing that impresses engineers is sho 


y Successful n moving all their ass 


3 reel is Rayman 2 up and running à 


As RBillvard himsell admits, “i's A 


Wie OSEN pet 


are Ubisoft !‏ راو ےار ور 


a Hi ser Ware feum." Thi 


i i a T 1 
اد او اروا راو ان‎ mot years 


on HencderVVare. Its a bit eerie! 


ick to tune into the advantages RenderWare offers, 
eware package in its port of Rayman 2 to PS2 
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bottleneck anywhere," Day explains. 

With more complex consoles 
released at a more regular rate, the 
company's workload keeps growing. 
Beveridge estimates that it took 
five or six times as much work 
to complete the PlayStation2 
development tools compared to 
the original console. Dolphin, 

Game Boy Advance and X-Box 
will all be supported, however. 

"There are some possibilities 
with X-Box," says Day. "We're talking 
to Microsoft. They think everyone will 
be happy with DevStudio [Microsoft's 
development tools], but we think 
there's some stuff we can do 
especially in the graphics 
chip debugging.” 

The only black cloud on tha 
horizon, and the reason behind the 
decision not to support Dreamcast, 
is born of success. "We have more 
work than we can shake a stick at, 
Beveridge says. “We just have 
problems recruiting people." 
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units (VUs). “We're trying to extend 
the basic debugging code," says 
Martin Day, SN Systems other 
director. “The problem is that if you 
debug the VU by going through the 
instructions. it can behave differently 
to if it runs straight through." 

“The View Barly on was 
that the VUs were pretty much 
undebuggable," says Beveridge 
“The more we've had the change 
to play with the hardware, the 
more ideas we've had." 

Another area to be looked at is 


adding profiling performance analysis 


functions. “One of the keys to getting 
the performance out of PlayStation2 
i5 maxing sure all the components 一 
the CPU, the VUs, and the graphics 
chips > are all working at the same 


time and you re not getting a 
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hen the first batch of black 


1 : boxes marked 'T-1000 TOOL', 
; | left Sony HQ, the obvious delivery 
| i locations would have been ‘Derby, 
i Core’ or ‘Newcastle, Reflections’. 
But mstead ‘Bristol, SN Systems" was 
m top of the PlayStation2 dev kit list. 
E Relatively unknown outside the 
صا سن‎ industry, within it the reputation of 
| this small tools specialist is second 
to none. It has already sold its ProDG 
Windows-based PlayStation2 


development tools to more than 
100 studios in multiples ranging 
from a few units into the hundreds. 
"Sony has been encouraging 
from the very beginning," says Andy 
Beveridge, one of the company's 
directors. "Even before they launched 
their own Linux tools, they made it 
quite clear that they wanted us to 
do Windows tools, and they 
expected most developers 
to work on Windows." 
This is a gap in the market 
SN Systems has been happy to fill for 
hardware manufacturers throughout 
the ten years of its existence. Back 
in the days of the Saturn, more than 
| 70 per cent of westem Saturn 
development took place using 
SN Systems’ tools, which 
weren't approved by Sega. 
Unsurprisingly, for anyone who 
knows anything about PlayStation2's 
architecture, a lot of time is being 
spent on the co-processor vector 


PlayStation2 wired 


Line Of tha most interesting pacai de SN Systems has released ir 


PlayStation? LAIA stack. | lalone piece of middleware allows developers 
to create online multiplayer 1 
| was a bit soeculativ idi d now wh 


2.” axpinmins Martin Day. “We knew they T adband access but w 


nannies are alread 
onime gamin 0 it's û ×61 ted that t 
! make them cheap enough to be bundled with games, as well. And 
with Sony unwilling ta make any announcements about narrowband connectivity, 
developers can use tha technology any way they wish The could connact two 
PlayStationz 


١ through the Internet, or connect them 


Power to the people 


Expect better mods and levels thanks to Discreet's gMAX 
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It wil! be possible to create content for games created 
with 3D Studio Max and which support the gMAX package 


Create ther own levels and characters 
using gMAX, They will even be able to 
Sell content on the Net without having 
to play a licence fee to Discreet. "We 
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gMAX will offer amateur designers a 


rnore stable, well-documented and 


more Tunctionaity, muwang ناك‎ 
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n top of the gMAX core, which will 
be based on the forthcoming release 


! 3D Studio Max 4. It has 8681 


demonstrated import/export 
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An SDK for developers will follow 


the spring release of 3D Studio Max 4, 


witn the consumer download expected 
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i ne gap between protessional 
game developers and prosumers 


has been narrowing, thanks to the 
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Will be releasing a stripped-dowr 
ts Industry-standara 
modelling package 3D Studio Max 


Named gMAX, the free, 6 





download will enable gamers to 
JD Studio Max has become ger 
an industry standard. GMAX Games created with 3D Stucic 
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www.discreet.com plug-ins and scripts, with thei 
wwwe.discreet.com/events/si games. Piayers will then be able ta 
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Running gMAX 
Thin minimum PC specication masieri to vill be a 200081-47 machine 
with 64Mb of RAM, running Windows 98, 2000 or NT, which is the same spec 
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that will be required to run 4D Studio Max 4. A 3D graphics c will ndi be 
strictly required, e 3D Studio Max supports the Heidi software graphics 
but having one will abvioushy speed up working processes. Most card: 


in Max. with nVidia's GPU cards being the preferred به‎ 
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The new shape of Emotion 


Sony reveals the scope of its ambition with the massively parallel GScube 





GScube features 16 PlayStation2 and 16 enhanced Graphics Synthesiser rendering 


processors - the key to its processing apparently lies in load-balancing the components 
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attendance 


Graphics Synthesiser rendering 
processors, GScube Is designed to 
pring the realtime rendering speeds of 
the games industry to film production 


Ten times more powerful than a 
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practices, are taking several hours tc 
complete per frame, At Siggraph, it 
rendered scenes from the Dreamworks 
movie ‘Antz and footage from 
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Sony high-definition monitors. A full 
commercial version ot GScube is 
expected to be rolled out before the 
end of the year 

According to Adam Billyard 
Criterion Software's technical director 
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Siggraph attendees were treated 

to rendered footage from the 
forthcoming ‘Final Fantasy' movie in 
realtime, courtesy of Sony's GScube 





The all-singing, all-dancing RenderWare 
package had 'Antz' running on GScube 
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this year using NexGen's code, but 
retuses to name specific titles. Sega's 
online release schedule includes Quake 
lil, KISS Psycho Circus and Half-Life. 
NexGen, a 16-strong company 
based in France, specialises in designing 
embedded internet Protocols for a range 
of different applications. Previous clients 
include Ericsson, ARM and Dassault, It 
has developed online products ranging 
from simple point-to-point protocols to 
mail utilities and Ethernet connectivity, 
Designed to be portable across a wide 
range of CPUs and OSs, the underlining 
TCPAP stack was only recently optimised 
for Dreamcast's Hitachi SH4 CPU. "The 
resulting port is probably the best one 
we have done," comments Jean-Paul 
Medina, NexGen's president. 
“It manages to improve both the 
portability and the performance.” 


TCP/IP stack which is perfectly tuned 
to exploit our optimised architecture,” 
outiines Plagnol. “The stack also offers 
features that make online game logic 
prototyping easier. This is a great time 
saver While developing network code." 

Although Sega has developed its own 
networking API, KAGE, this was a high- 
level API. “KAGE, like any high-level API, 
requires a TCP/IP stack such as NexGenlP 
to send data over the Internet with the 
highest performance," says Pladgnol. 

In contrast, ChuChu Rockets online 
mode uses the TCP/IP stacks that were 
developed for the Dreamcast browser 
But because this was optimised lor û 
browser and not a game, the placing 
of arrows in ChuChu Rocket! suffers 
from an embarrassing lag of a second. 

Plagnol confirms that firstparty and 
thirdparty Dreamcast titles will be released 










till limited to offering western garners 

ChuChu Rocket!, Sega Europe is 
finally sorting out its console's battered 
online reputation. Following a woridwide 
licensing deal with NexGen Software 
developers will be able to use its low-level 
TCPAP stack, called NexGenlP to create 
online content 一 and they won't have to 
play a licence fee to use the code, either. 

"NexGenlP is carefully layered to 

offer the exact features developers need," 
explains Serge Plagnol, Sega's associate 
director for developers’ technical support 
The TCP/IP stack formats data to be sent 


over the Internet, while NexGeniP has been 


designed to minimise the overheads for 
the processor. This is clearly a big issue for 
consoles, as CPU usage is a key factor 
determining the speed of online games. 

“Our objective is to offer developers 
one of the most complete embedded 
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Brain In A Jar diary, part one 
by managing director Matthew Gabel 


Diatr ۷ Of a \ 


The SNE of E3 can never be overestimated by: a developer 





money, but believe me it will be 
worth it ten times over. The contract 
negotiations seemed to take forever, 
but that is the nature of contracts. 
over the royalties or the advances, 
but over the small clauses that only 
come into effect if everything goes 
pear-shaped. It is annoying, as it 
doesn't feel that these things are 
important, but don't underestimate 
the importance of this side of the 
contract and don't underestimate 
how long it can take. Even with the 
best will of both parties, it can still 
take months. We actually signed 
around the time of E3 in May this 
year. It was during these seven 
making frequent journeys to 


'99 armed with a new demo. We had 
some luck locating the Ferrari licence, 
as Mark had put us in contact with 
Alex Ward at Acclaim, and we 
thought > although we weren't sure 一 
that it was the legitimate holder of the 
Ferrari licence. E3 proved successful, 
and our relationship with Acclaim was 
growing. | discussed possibilities with 
Rod Cousens over the following 
weeks and a plan was hatched. Rod 
loved what we had, and was willing 
to take a gamble on us, funding us 
to develop a more substantial demo 
over the next couple of months. 

with Ferrari in mind. Ferran is about 
passion and history, and that is what 
we wanted to capture. It goes without 


, A Wee at last. It started 


with a dream, but now we have 
a team, a contract with a publisher 
and development is underway. So, 
how did we get here? 

Having worked together on 

previous products and having 
had numerous conversations 
about starting our own development 
company, Oli Wright, Carl Dalton and 
| formed Brain in a Jar in December 
1998. It seems so long ago now, 
and looking back we have been to 
Hell and back several times already. 
wanted to create a racing game, but it 
was the dream of developing a Ferrari 
racing game in particular that kept us 
going through the low points. We are 
all complete Ferrari nuts — always 


‘We had already decided that we wanted to create a racing game, but it. was 
the dream of developing a Ferrari racing game in particular that kept us going' 


Hell, although looking back it was 
both worth it and necessary. 

So, once we were signed and 
money was coming in, we had to go 
a company can have: the team. We 
looked first at those people we had 
believers in small but good teams. 
We knew people who were good at 
what they did and would work well 
together. We made good offers to 
them and all accepted immediately. 
Luckily, Rik Ede from Dolby is a good 
friend of ours and his company is 
taking care of all our audio needs. 
Now we have a full team of eight 
people cn board and development 
has begun. Our thanks to Chris 
Burns, Nigel Kershaw, Bev Bright 
and Gamesound for joining us. 

In fact | thank everyone who 
helped us get here, and wish all the 
best to anyone who is just starting on 
the road. Take the highs with the lows 
and have confidence in your abilities. 
Surround yourself with quality friends. 

And the company name? 
Someone said they had always 
wanted to have a company called 
‘Brain in a Jar, and no one 
could think of a reason not to. 
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were technically capable of creating 
a groundbreaking racing game, but 
that isn't enough to do justice to 
the Ferrari name, so we tried to 
incorporate the passion of Ferran in 
the handling and style of the demo. 

In September, a few days after 
ECTS ‘99, we presented our final 
demo to Acclaim. This was our big 
chance. The presentation went very 
well and we had most of the people 
in the office taking a look at what we 
had created. All were impressed and 
we felt confident. The next day | 
asked Rod whether we should be 
happy. "You should be ecstatic," he 
said. It looked liked we had got the 
deal, and the rest should be easy. 

Or so we thought. 

Later in September, | weni with 
Acclaim to the Tokyo Game Show, 
which was very impressive. (If you 
have the means, | would highly 
recommend it.) One night over 
dinner, Rod and | briefly discussed 
the terms of a deal, and these terms 
formed the basis of the development 
contract with Acclaim. 
negotiations. My advice to anyone 
thinking about starting up is to make 
sure you have a good lawyer and a 
good accountant. They will cost you 
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have been and always will be. | 
can't explain what it is, but | guess 
it's much like supporting your football 
team. The three of us dedicate every 
other weekend to Formula One, even 
getting up in the middle of the night 
to watch races on the other side of 
the world. So we set ourselves the 
task of not only developing a 
convincing demo, but also of tracking 
down who held the Ferrari licence. 
While Carl and Oli got down to 
work on our first demo, | spent my 
time talking to people, bringing an 
agent onboard and locating the 
publisher holding the licence. You 
would have thought the latter would 
be the easy part, but in fact it took us 
a long time — several publishers made 
noises suggesting they had it, but 
none of them would actually confirm. 
By the time we had developed the 
first demo, we had started to use the 
services of an agent: Mark Cochrane 
from The Games Agency. On the 
strength of our first demo, Mark 
helped us set up meetings with 
several publishers. They were all very 
positive, but none would make any 
commitments = they wanted more. 
We had to develop the demo further. 
Scraping together our final 
pennies, Oli and | headed off for E3 











Brain ضا‎ A Jar is composed of Ferrari 
nuts, but even as the team got to work 
on a demo for a game featuring its 
favourite motor, working out which 
publisher held the rights proved tough 


The Codeshop diary now 
focuses on two projects from 
two developers. Brain In A Jars 
next instalment will be in E91 


The making of... 
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a dimension of style to the ZX Spectrum of and e stability to the land of Midnight 
1984 which served Ya dignity, raime man The execut Or! Wes Somewnal More 

at ubih ainia O wA complicated, as sole creator Mike Singleton 
which alter the way we think about electronic xptlains: “1 wanted to allow the player to 
entertainment, It wouldn't fit neatly into any explore and discover new places and new 
given category. Strategy, RPG, text 

adventure - it was all of these and 8 

something quintessentially more. An seeds were tne map and the story; with those 


independent universe which would leave two eiements finalised everything else very 


a residual trace in the memory of all those quickly fell into place." 

















Coder Mike Singleton breathed life into huge, convincing 
gameworld Midnight, stunning a generation of gamers in the 
process. Edge talks moonprinces, witchkings and cassette 


tapes with the man who fought the Spectrum — and won 
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However, iha alies nac 


would have to apply his programming include pictures, and | was suitably impressed 
skills towards organising and calculating by it," says Singleton "But two things struck 
vast armies across a map consisting of 4,000 me about the graphics. Firstly, although the 


weapons. Luxor owne 


independent locations with 32,000 separate Cameos and landscapes were nice, Nêy were 
Jori: Rorthron the Wise; and یبا‎ 


5 Wise; and Cornet other characters. Morkin, meanwhile, couk views. Though movement commands were purely decorative - they had absolutely zero 


y, Each character could be moved totally resist the ice Fear, giving him the simple enough (typing NE, E, SW, etc), the tunction in the game. Secondly. it took ages 
independent y around the vast word opportunity to seek out and destroy the player would have to consider when to rest, for the graphics to be drawn, and | mean 
recruiting armes and battling creatures. ioe Grown (Doomdark's power source) at when to recruit, and which terrain to attempt ages - not haji a second or maybe a whole 

: 250,000 ۱٥۵0۷ warriors the Tower of Doom in Ushgarak. In this way to negotiate. Each had a significant effect on second, but one minute, maybe two." 
were determined to hunt down and kill your two strategies could be employed to win the the player's forces status. Interestingly, the The limitations of the Spectrum's 48K 
men, and had the dreaded Ice Fear on their game: the military campaign with Luxor, or adventure game The Hobbit provided the memory and difficulty in displaying colours 
a terrible psychological power which the stealthy approach with Morkin. motivation for the technical intricacies. “It would actually define Micinight's stark visuals 


could sap an army's motivation to figh l eton's vision was ambitious, and he was one of the very first adventure games to and gameplay mechanics, “| described [to 
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Doomdark could win in three ways: kill Morkin, kil 
Luxor, or capture the Citadel of Xajorkith, Luxor s 
base. Defending and attacking were both vital 
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8.000 panoramic views — one full screen for 
avery byte = and The Citadel (1994) brought 
realtime voxel rendered landscapes to the 
PC. Plans are even afoot to bring the fourth 
instalment of the game to the new generation 
of consoles. But wasn't Lords of Midnight a 
shining exarnple of creativity blossoming 
because of, not despite, hardware 
limitations? Some might argue that the 
PlayStation2 may never have every ounce of 


uch creative effect 


its power utilised to 5 


as displayed in Singleton's seminal title 


someone had sent in a winning printout 
to Bey ond (You C could print out a scene-by- 
scene record of your game on the Spectrum s 
thermal printer). | had estimated at least a 
month or two. When | was testing tna game 
it took me nine solid hours to gain a military 
victory against Doomdark, and | had all the 
maps and data to help me. We reckoned 
there must have been some fanatically 
dedicated people out there." 
Singleton has spent most of his 

g life in the industry, bringing other 
well-respected titles into the world such as 
vichwinter. When asked if he preferred the 
self-sufficient days of Bbit coding to today's 


two year development cycles and publishing 


Stresses, he expresses a Competes disregará 
ات‎ 


for nostalgia: “Would | rather be programming 


i Xe اليس‎ A 


1 - Lt n ۹ 
Lords OF 'viianigni on a abecrum or 


G-Surfers on a PlayStation2? Don't be silly 


The new technology is eyen mora exciting 


than the old was, even in its day. Our 
Imaginations are still racing to catcn up with 
what's possible now. There's so much more 
scope for creativity now. In five or Six years 
time, there will be categones of game no 
one's dreamed of." 

The legacy of Midnight still ves on 
Doomdark’s Revenge (1984! pushed the 
Spectrum architecture even further with it 


the subsequent segments, Things like that 
make you very caretul with your Dack-ups 
and your labelling of tapes." 
Terry Pratt at Beyond Soft 
the game universe coming together and 
rect. He organised 


nad greai fath in the a 


a three-month teaser campagn in magazines, 
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and when the game was finally rete: 


was met with an ‘ecstatic’ response. The only 


rermermpers was 


launch for the game: “I'd been 


negative feedback Singlet 
at the press 
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the worse for wear after a very long liquid 
lunch. He staggered over, and after about 
30 seconds of watching the game 
pronounced, 'Tha'sh a pile of shit’, and 
mmaediately left. With that seal of approval, 
the game became an instant smash hit." 

Very rapidly, the game began to attract 

a core of passionate gamers who would 

send fan mail concerned with the most trivial 
or groundbreaking detail of the game into the 
videogaming magazines of the time. “The 
thing that did surprise me was how quickly 
some people managed to beat Doomdark," 


admits Singleton. "In less than two weeks 





Just as | had hoped, it was ‘Star Wars’ in 3D - 
although there were no polygons. It used only 
sprites, or 'Player-Missile graphics’, as Atari called 
them, The shots travelled in 3D, and when you 
destroyed an enemy you could fly through the debris. 

There was even a 'real' starfieid that gave a great 
was action, but action that required skill and not just 
repetition. There was strategy, but it was in realtime. 
There was even resource management. And all this 
in 8K! | was hooked. Star Haiders made me want to 
make my own game instead of just playing others’, 

a game that made me want to work out how — , a 
they did it and do it myself, but even better, =~ 


RESET 


Where yesterday’s gaming goes to have a lie down 


reload 


Examining gaming history from Edge's perspective, five years ago this month 


From 3DO's Hadwood City HO, Edge's writer reports 
that 'a major part af M28 future involves MPEG video 
which] is becoming increasingly important in games 
today’. Substitute ‘potent realtime 3D rendering’ into that 
assertion and 300 may have been on to something. 

Harrison, meanwhile, revealed that Sony's "biggest 
rival is apathy in the market”. Ir would take that particular 
beast another five years lO mature, of course. 

An ECTS report led news, the show demonstrating 
just how serious a charge Sony was mounting 


Thinas would never be the same again 
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It must have been about 1977 that | remember 
reading about the new Atari 800 in the Maplin 
Electronics Catalogue. The Atari 800 had a real 
keyboard and 16K RAM that could be upgraded to 
a massive 46K. It had great sound and astounding 
colour - it even had a 256-colour screen mode. 
What really caught my eye, though, was a game 
called Star Paiders, a 3D space game just like 
“Star Wars’. It just sounded so cool. 

For me, Star Raiders was the Atari BOO's ‘killer 
app’, It was the reason | wanted to get the computer, 
and the reason | nagged my mum and dad night and 
day. | Convinced them it would be a great investment 
for my future. For once, it was true. 


Back in November 1995. £3.50 bought you 
lust under 60 pages of proper tape = editorial, 0ت‎ 
hat's why E265 cover star - one Conrad Hart - looked 
io thoroughly despondent, cowenng on a prison bed 
with a copy of tha magazine discarded by his side.) But 
û feature discussing the future of strategy games aside, 
at least a number of considered elements made it on to 
this Meagre number, including yet more juice squeezed 
11۷ withering fruit known as The 3DO 
Company, and an intenaiew with Sony's Phil Harrison 


incide with arrival of the first PAL PlayStations 
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Issue 28, November 1995 


ICO’ Tip Hawkins: "| don't baleyê anyone gong 
to dominate the market = KS gng جا‎ be carved up. 


Yes, Dui what about the sus of ime DIOOESI zum 


Un EDGE REALLY SAY THAT? 
a n the Face To Aic em "(Set tha 
Prom ihe pev of Fue? “irene 


Bee Dn how fhe majazi 


A‏ رو یہ 


= 
ber d 


ary "um )کا ھا ا‎ fue جج‎ yes 


سا = 


1. A frash-faced Phil 
Harrison evangelises 
Sony's entry into the 
console nardware market 
2. A slightly more cynical 
Trip Hawkins considers the 
future of 3DO 3. Philips 
finally finds its CD- killer 
app in the form of Web 
browsing on your telly 

4. Another of Edge's 
legendary (cough) genre | 


eer ea 


features 5. Yoshi's Story 
6. Bug!, a Saturn flop 


The industry's favourites from yesteryear This month, 
Rebellion s Chris Kingsley gets spacey 
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1071:0606 to existing game 
Concepts, masquerading as onginality 


at is the most expensive item that you 
we ever bought with a bonus? 
Bonus? Actually, | did get a tew grand bonus 
When Ken Griffey on the SNES started selling, 
and | used that for the deposit on my house, 


Which new platform are you most looking 
lorward to? 
GameBoy Advance, mostly. We're not really 
bothered about platforms, to be honest. We 
ike games, and tend to get excited about 
pame ideas, rather than the hardware they are 
Implemented on. We'd come up with great game 
ideas for digital watches if somebody would pay 
us. It's exciting to have Detter graphics and 
pound available with which to realise your 
pus but for a small company like us, without 
nlimited resources, the newer platforms mean 
more money spent on development. More 
money spent on development means a greater 
rgency to make that money back, which means 
ess risks. This of course means more ‘safe’ 
blones of last years hits, and less 'nisky 
priginal games. More karting games, in fact. 
Vhat's your take on mobile-phone gaming? 
7 gut feeling is that it is nothing more than a 
fad right now, a buzzword used to separate 
Investors from their money. Sure, I'd play a game 
pn a phone in my hand (I play my Game Boy), 
but | wouldn't pay for it. Maybe when the 
bcreens are better. Then again, I'm quite 
prepared to be completely wrong. 


B whole section in the clouds above the first level. 
| think far too much قا‎ given away in games 
now. The instructions within ihe games spell 
everything out so clearly that there is no sense 
f discovery, and secrets and walkthroughs are 
ften published (even officially) before the game 
js even released, which کا‎ a real shame. 


What was the last game you played? 

The last game | finished was Game Boy Wario 3, 

which was great. The gameplay was split into 
vely short chunks, so ١ could play a level on the 

bus to work in the morning. and always finish it 

before | arrived. I'm playing Perfect Dark at the 
oment, which I'm enjoying more than | 

considering that | hated GoldenEye,‏ سط 

What's your favourite movie, book and album 

of all time? 

ovie: probably ‘Goodfellas’ - a movie-making 

aster class. Book: 'Gravitys Rainbow’ by 

ias Pynchon - mind-blowing. As far as 

bums go, | think I've probably listened to 

he first Stone Roses album more than any 

ther record ever. 









FAO 


Ste Pickford 


aving trodden the path from Bbit hobbyist 
artist to big cheese of one of the north 
west's most respected codeshops, 
Ste Pickford is heading up ZedTwo's next- 
generation development drive. 


What was the first videogame you played? 

| have really vivid memories of playing bot! 
Space invaders and Sprint in the late "70s. | 
remember at first thinking it was a really strange 
concept, to put money in a machine to play 3 
game in which there was no chance of winning 
any money back (all arcade machines I'd seen 
up until then were one-armed bandits and the 
like), to pay just for the pleasure of playing. 


What was the first computer you owned? 

It was a long time before | owned a computer. 
My brother John had a ZX-81, then a Spectrum, 
then Amstrad 4645 and 6128s, Tatungs, etc. 

| think my first may have been an Atari ST. 


What was the first thing you ever created 
on a computer? 
My brother wrote little art programs on both the 


"Publishers only want copies of last year's hits. How many 


many more FIFAs?" 


hich game would you most like to have 
rked on? 

can't say any of my favourites (Mano 3, 
nshi's Island, Zeidas, etc) كمع"‎ | mignt have 
essed them up. I'm quite happy with what 
ye're doing right now at Zed Two, really. 


all the games you've been involved with 
n the past, what's your favourite? 
ight now, VV&trix, because it's the game where 
we've had the least publisher interference, and 
had to make the fewest compromises, so it's 
B finished product that most closely resembles 
ur onginal ideas 


5 there anything in particular that annoys 

you about the industry? 

Mhe fact that its next to impossible to do original 

| ames, and that publishers only want copies of 

ast year's hits. How many more karting games 

o we need? How many more FPSs which 

escribe a slightly dierent shape of gun as an 
innovative new feature’? How many more 757 

I'm disappointed that after some exciting 

arly years, there has been little or no 
evelopment of gameplay ideas of late 

All the focus has been on minor tweaks and 










more karting games do we need? Ho 


ZX-B1 and Spectrum, and, using these, both of 
us had 'computer-generated' pictures printed in 
2000AD, so that was the first published work 


What was your first job in the industry? 
My first industry job was a freelance graphics 
job, while | was still at school (aged 14 or 15). 
did the araphics for Amstrad Ghosts 'n' Goblins 
for the fantastic sum of £50. | was really excited, 
until | found out ۱ only had four colours per level, 
rather than 16, so the results were pretty poor. | 
was proud of the loading screen, though, which 
also went on the C64 version. The first original 
game | worked on would have been either Zub 
or Feud. Both games were designed by John, 
but ١ designed the look of them. 


What's your favourite game ever? 

Mano 3 on the NES. It's hard to explain exactly 
why, but we played the Japanese varsion, which 
we got as soon as it came out, so we had no 
instructions, and no tips or hints on the signs. 
We had to work everything out for ourselves, 
which led to a wondertul feeling of discovery. We 
didn't know that Mario could fly until we'd been 
playing the game for about two months, so it 
was an incredible surprise to find that there was 
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Letters, Edge, 30 Monmouth Street, Bath BA1 7 


2. A LAN 10/100mBit Ethernet port. 

3, Optionally, a USB port for future compatibility. 
The modem should be able to be configured 
with an existing ISP connection, since most people 

already have an Internet connection at home, and 
are reluctant to have yet another one installed. The 
data should be saved on your VM unit for further 
use, of course. The same thing should be possible 
with the Ethernet port. | am the owner of an xDSL 
connection at home and would love to use this in 
conjunction with online gaming on the DC, LAN 
gaming would therefore also become a big step 
forward, and give the DC a bleeding edge. ` 

By doing this Sega could be relieved of some of 
the burdens of acting as an ISP, and let others deal 
with these issues, and attract those people already 
owning an internet connection. Surplus funding 
could be used for spicing up the internet portal, 
which stil should be there by default. 
Massimo Fiorentino, via email 
A number of significant DC developments are due 
over the next 12 months, in fields that include 
comms tech, so you may find online satisfaction. 


Industry, gamers and retailers rave 
about the sheer power of the next-generation 
games consoles, but little is said of what is perhaps 
the most important interface between the 
gamaplayer and the game code. Control pads are 
rarely mentioned, unless it's news of Miyamoto's 
Dolphin controller or Sony ‘borrowing’ the rumble 
concept for its Dual Shock controller. Yet without an 
intuitive and ergonomically balanced controller, the 
best game can be spoiled. 

Nintendo makes the finest controllers, even 
though the N64 pad looks cheap with its creaky 
plastic casing and an analogue stick that starts off 


According to Joachim Wold, PSone is evidence 
of a Sony cash-in. Anthony Percival, meanwhile, 
communicates somewhat different feelings 


Communicate by post: 


Or email: 
edge&futurenet.co.uk 





Microsoft is doling out $500m in its bid to build a 
PS2 beater, which sums up just how serious its 
views this new avenue. More importantly, the X-Box 
team is a bunch of gamers, not suits. 


With regard to your question in E87 as to 
why the other half of the European Dreamcast 
owners haven't signed up to the Dream Arena 
service yet, it's because they can't. | live in Holland, 
one of the most densely cabled countries in the 
world, yet it is impossible to use a Dreamcast for 
going online. Sega keeps making all kinds of 
promises, but the fact of the matter is that Dutch 
Dreamcast owners have paid for a modem they 
can't use. Furthermore, it is almost impossible to 
find a Dreamcast in any high-street store in Holland 
today. Chains like Dixons nave already slashed the 
price of a Dreamcast by half. Are these the signs of 
a healthy competitor in the next-generation market? 
The sad thing is, | really like Sega. Games like 
Jet Grind Radio and Chu-Chu Rocket look really 
appealing, but if |, às a resident of one of the ten 
richest countries in the world, can't find a 
Dreamcast and go online with it, that surely must 
say a lot about Sega's chances for the future. 
Maarten Brands, via email 
It certainly seems that the scale of the Dreamcast 
online element was underestimated. The old 'six 
billion players’ claim looks even shakier today. 


As | read through your article ‘Ever Decreasing 
Circles?’ in EBT, it occurred to me that Sega ouaht 
to do the following, regarding the internet 
connectivity issue: build a ‘universal modem’ - 

a replaceable unit that offers the following: 

1. A 'normal' modem performance, offering a 56K 
minimum, preferably more. 
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| read with great interest ‘X-Box - The Story 
So Far’ in E88, and |'ve drawn several conclusions. 

Microsoft wants to be the new Sony of the 
console business. The only problem is, | don't think 
the X-Box will ever be as revolutionary as the 
PlayStation. | am not talking technical specs. | am 
talking about cultural phenomenon (or is that 
saturated marketing campaigns"). Like it or loathe 
it, and not withstanding the current (perceived) 
difficulties with the PS2, no one can deny that Sony 
has, to a large degree, created massmarket appeal 
to what was once a niche area. In other words, the 
PlayStation has street cred and loyalty base. The 
PS2 will be a success, even if it is technically 
infenor to a would-be rival that is one year 
(at least) away from release. 

The way the project was initiated has planted a 
seed of doubt in my mind. Bill Gates had to be sold 
the idea and nearly balked at the prospect X-Box 
not being PC-compatible. It suggests to me that 
once the big money has to be spent on 
manufacturing and marketing, we shall get a true 
indication of the Microsoft's commitment to the 
project. The X-Box is so different from Microsoft's 
core business that with the current legal problems 
in the US it may not make the X-Box 3 top priority. 

The main thing that stuck in my mind from the 
article was the very last paragraph. It was stated 
that the games situation was unclear and the X-Box 
creators were only too aware that this was the most 
Important issue. In the past few months several 
developers nave announced that thay have ceased 
working on the Dreamcast. This does not bode well 
if a relatively established format is losing out to a 
machine (PlayStation2) that has not yet been 
released in all territories. 

Raymond Russell, via email 


« 1592 


Do you get my drift? It's no problem for 
customers to understand that there's a difference 
is 50 recognisable, But a semi-new model can only 
hurt PS2 sales and will make developers continue 
to flog the almost-dead horse that is the PS to keep 
the publishers happy, because cash rules the 
publishing world, and great games rule the 
surely collide if Sony doesn't grow up and move 
onwards to the new age. They've got a great 
machine with the PS2 - they should be exploring 
the new possibilities. Mobile phone connectivity? 
Pah, | want great games for my console, that's why 
| buy il. One day we all have to leave our childhood 
toys behind. When will Sony leave theirs? 
Joachim Wold, via email 


When Edge first launched, each issue was 
to me à tantalising, nay teasing ('the future is almost 
here’, | think were the words) view of the dizzying 
delights promised by the superconsoles of 
tomorrow — and it still ےا‎ Holding a fresh issue in my 
hand, | would sometimes wish | could see four. 
maybe five years into the future, just to catch a 
gümpse of what fantastic new console/piece of 
such issues as the one which revealed 'Sony's 
world-beating gamebox' (circa '94) often induced 
this sort of wishful thinking. And here (at last) is my 
point: would any of us have believed, bearing in 
mind the speed at which computer technology was 
supposed to be evolving, that five years down the 
line a slightly modified (rejiteration of seven-year-old 
console technology would still be dominating the 
front cover and pages || refer, of course, to PSone) 


of consoles will. What is so special about the 'new' 
kid on the block, then? It's not as if they actually 
modified it for the better, adding more RAM, faster 
CD drive or anything — Sony's just showing off. 

Having been an avid PS fan for almost five years 
now, I've bean happy with Sony's efforts. The old 
PlayStation کا‎ a great machina, although it's clearly 
showing its age now. So it's time to move on. But 
wait, is that the sound of a cynical marketing ploy | 
hear? Or is it the sound of pure stupidity on Sony's 
part? Sony seems to be having trouble letting ao of 
the PS, so they try to cash in on the 75 million who 
still own the machine by rereleasing the same five- 
year-old technology. Why aren't they concentrating 
on the PS2 and its impending westem debut? Of 
course, it could be because they are afraid of 
standing up to game publishers everywhere, 
because they know that an average PS game 
equalis money in the bank for them. That's why we 
see Tomb Raider V (Core Design, give It a rest) on 
the PS, that's why companies release games for 
superior formats like DC and PC, but still squeeze 
in money-making conversions to the good old PS.” 
PSone so close to the PS2 launch could be a 
into the whole videogame scena. 

Picture this: a mother walks into a game store at 
Christmas: “Hello, | want to buy one of those new 
PlayStations for my son.” Shop assistant: "Sure, 
miss, which one?" Mum: "What do you mean? کا‎ 
sure about this... Which one is the cheapest then?" 
Shop assistant: “That would be the PSone." Mum: 
“OK, I'll have that one. How much did you say?" 


"As Dolphin, X-Box and PS2 land in our 
docks, will their controllers open our 
minds or cramp our hands? | suspect 
Nintendo will outclass the competition" 
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grit. But the actual shape, layout of buttons and 
balance in the hand was perfect. The N64 pad 
seemed durable, too. Dual Shock was a welcome 
addition with a hefty bulk that filled this westerners 
hands. Analogue sticks soon became sioppy and 
inaccurate, requiring replacement every three 

to four months. 

Much is said about Dreamcast = some good, 
most bad. Sega's great white hope is solid, of ciean 
code, Games like Virtua Tennis, Soul Calibur and 
MDK2 endear ma to the Dreamcast, but | worry 
about the poorly designed and cheaply 
manufactured control pad — l'm on my third pad in 
too soon. And how can you drive a racing game 
with analogue ‘triggers’? Trigger action, borrowed 
from firearms, involves a closing action. Hovering 
the trigger at halfway wouldn't be so hard if the 
stick and buttons sat in the correct plane. Visiting 
friends have at the software and 
struggled with the pad. "I would buy one, but 


- for those horrible pads,” they say. Personally, 


| put up with control frustrations to savour 
what Sega does best: software. 

As Dolphin, X-Box and PS2 land in our docks, 
will their controllers open our minds or cramp our 
hands? | suspect the Nintendo offering will feel 


1 cheap, but will otherwise outclass the competition. 
. Rob Cole, via email 


It seems to me that Sony has got it all 
backwards. | read on the cover of the official 
١ mag the words: '... how PSone will revolutionise 
Gaming’. Eh? What's the deal here? The old 
PlayStation in a shiny new package won't change 





One thing unites al online gamers: the 
search for the ultimate setup. Whether it be 'best 
mouse’, ‘best graphics card' or ‘best config’, there 
will always be debate, differing opinions, and 
constant technological improvements that render 
last week's top choice redundant. Take 
mousemats, for example. There are two main 
contenders: the 3M Precise Mousing Surface 

and the Everglide Large Attack Pad. Oh, how they 
fight for the gamer's approval. The 3M, celebrated 
for its sensitivity and used by some of the world's 
top Quakers; the Everglide, new kid on the block 
but with intamy gained from its stability and 
durabdity (and an endorsement from HOt Yank 
Giler, Makavelii). Both are similarly disadvantaged, 
though: price and availabilty. It's a specialist 
market and that's reflected in the pricing, and 

you can arid P&P to that because you're not 

ikê to find either on the shelves of your local 
PCS 'H' Us. 

But the struggle for mousemat supremacy iS 
over. The Holy Grail has been discovered. You're 
reaching it. | don't know what treatment the cover 
of this fine mag is given, but it works wonders 
Smooth but accurate, big enough for the ‘low- 
sensitivity’ players, but never obstructive. Cheap 
readily available and a fine read between frags. 

The secret is out, and it's spreading lika 
wildfire, | kid you not. Within a month it'll ba the 
number one gaming surface in this country. The 
UK online gaming scene thanks you. 
AFT^oUtKast, via email 
Truly, this is a victory for both style and substance 
Okay, the new '101 Other Uses For Edge 
initiative-starts here. Send in your suagestions 
(No, nothing involving rolling It up and sticking 
it anywhere, please.) 


According to Snowman Jr, the nuances 
of Rayman 2 can be the cause of much 
trouble and strife within the home 


| feel | have to write this letter on behalf of all 
gamers out hare, concerning yourself and all other 
games magazines on the subject of scoring. As we 
all know, the small print on the opening page of 
Testscreen explains your scoring system. Now, | 
totally agree with you that five is an average score 
tor a game, but there is also a baseline for what we 
gamers will consider buying, Unfortunately, playing 
a game with a score of five is very different from 
playing a game with a score of seven and above 

| have been playing games for about 18 years 
now, and have made my own scoring system (that | 
believe is the same for hardcore gamers) based on 
Edge reviews. If you give a game a seven and it is 
the type of game | like, then | will consider buying it 
if it has an eight there is a greater possibility that | 
will purchase it; if you score nine or ten then | will 
definitely buy it. However, | will never buy a game 
scoring Six or below. This does not mean that 
Seven is an average score, it just means that us 
garners know that this کا‎ our baseline for a good 
game that will keep us happy for several hours. 

We, the hardcore gaming nation, are bored of 
uninspinna games and are sick and tired of 
PlayStation dross - this is why seven is considered 
an average and not five by the gaming public, and 
whatever you write will not change this - this is the 
view of the nation 

This lẹ why | have stopped buying games 
before you review them, as a game can seem 
so good from the press build up (including yours) 
and be such a flop after you have reviewed It. | 
talk from expernence, and a couple of games 
come to mind, such as Mission Impossible and 
Tekken Tag Tournament. 
Shaun Satterthwaite, via email 
Finally. Someona who gets it. 





of Edge? Sony, | salute you (and look forward to 
the all-singing, all-dancing PStwo in 2005). 
Anthony Percival, via email 

More irony? That's two months in a row. 


Once again it is time for the well-worn 
argument of ‘violence is caused by... ta rear its 
head and turn its attention to your favourite and 
mine, videogames. Well, while we're on the subject, 
| may as well have my thrupenny bits worin., 

l've played many games and clocked up 1 
hours on the keys/stick/pad so | am more 2707 
than many to sit on the appropriate side of the 
fence: videogames do cause violence. 

| have seen many cases of this in my time and | 
shall relay to you just one by way of example. My 
girifriend (an avid Tekken tan) was recently playing 
her latest DC acquisition when there was an 
obvious and distinct change in her personality. For 
someone who never swears, the ar was buer 7 
a Smurf, and rarely has a controller taken such و‎ 
hammering. The aggression was there for all to see. 
and it was every bit the fault of the game. 

| believe that all games of this nature should be 
banned, for it is our moral responsibility, as today's 
gaming generation, to stop this behaviour from 
spreading any further, least of all to our children, at 
whom many of these ‘games’ are aimed. 

| speak, of course, of the deplorable Rayman 2, 
and all such ‘platform’ games with thair annoying "I 
pressed jump!” moments, and the all-too-frustrating 
"| never did!" fall-of-death occasions. 

Join me, my fellows, and my organisation End 
Platformers Or Suffer Shall Our Morals! You know it 
makes sense! 

Snowman Jr, via email 
Make sure she doesn't get hold of F355 Challenge. 


"The air was bluer than a Smurf, and rarely 
has a controller taken such a hammering. 
The aggression was there for all to see, 
and it was every bit the fault of the game" 





Shaun Satterthwaite's 'bitter experience' of Tekken 
Tag Tournament was brought about by taking à 
punt on the game before reading Edge's review 
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